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HQW/ TO USE THIS BOOK 

Welcome to the Versus Books Grandia II Perfect Guidd This hook is the ultimate sup¬ 
plement to your Grandia II experience: besides containing a copious amount of beautiful art¬ 
work 'done by renowned manga artist and character designer Toushi Kanoe), this Perfect 
Guide also gives you the lowdown on every section of what turns out to be a very lengthy 
quest all presented in an easy-to-follow walkthrough format. As such, the walkthrough 
section itself represents the largest portion of the book, with each location given its own 
clear!v demarcated set of pages. But it doesnt end there: directly following this portion 
lies an Appendices section giving full statistics on every item, move, and spell in the game. 




Monster Boxes containing 
enemy stats are provided at 
the beginning of -the section 
for each location. Its an easy-' 
to-reference enclosure contain^ 
mg a thumbnail image of the 
monster, plus Its vitals: 
HP/MP/SP, besides useful 
info like Defense and Action 
ratings. Also listed is what 
you stand to take away From 
each fight: namely, the 
amount of XP SC MC CP, 
not to mention the regular and 
rare items the monster carries. 


The Item Boxes give you a 
run-down on all of the trea¬ 
sure you II find in the areas 
jnapped out on that page. 
Every map contains blue num¬ 
bered dots that mark the loca¬ 
tion of cither a chest or an 
item that s simply Saying on 
the ground, and correspond to 
the piece of treasure chats 
listed tv the same number in 
the Item Box enclosure. Pay 
attention to this, and you 11 be 
abk to find every item in the 
game, guaranteed. 


Each section of the walk¬ 
through contains all of the 
maps vou 11 need to navigate 
the area. They re taken direct¬ 
ly from Game Aits s actual 
environment models from the 
game, so you kn&w they re 
accurate. Besides sporting 
clearly marked entrances, exits, 
and notable landmarks, the 
maps also mark die areas 
where you 11 find save points, 
ladders, action spots, and 
traps. Nothing should catch 
you unaware. 


Every town contains two sure 
tilings: an Inn where you can 
save, and a Shop where you 
can sell your old wares and 
purchase new ones. Look for 
this Shop Box (similar in 
design to Item Boxes) at the 
beginning of each town section 
to find out what, exactly, is 
available. Listings for 
Weapons, Armor (which 
includes Accessories, those 
helpful Items tliat can boost 
one or more of your abilities), 
and Items all appear. 


































UUCUE CAVE 3 


X 


TEMPLE RUEJS 


The Viflir fnara Up Hare 


LILIGUE CAVR CAVER3t5 

til 


When Vffli COtnC Ed Arci 3 ami are giren [be Stunmng binds Hye WrW. gp 
to the *ave pram, and reenter. Bur iJw equip Ryndo wirb ihc Fkmberge, ] 
ii yuu'ff t'w trcm Chmb from hit* iin OQE ind ran safely sflrtLdl lir itK 
fUmc-bised weapon Hfad iniCJ stie Cameras, ■ever cRistt Lti tbr Ennui 

One T-aat Trove Before the Imminent Tongue^Lashkg 

T\ic dial m the Cavern* attains $md&r>g Salts, l|tc Bumqg Sou, aid the 
Fbnr fliesa. Cine TvTifciia is swapped for E]nu lyirtrQ he fighting, i lie big, 

JlUiunera tthn l j[(d h« in j feft’ semndst be m IQ equip Milk 
lirffTre t|]e hig %!lt with ihf itnem anil tin: bow. nut Id mentinn giMWpfier 
the riKesaiy SLilb Aaeacitiai, and Mana Eg; that you desire wiJk 
inm tip Tempi- Rami with yi»r lpad up trA WUTtls piwbedi^i&eV Stupe 
smews breath noitgng you way,.* 


VALMARS 

TONGUE 


HOPY 

LV: Eft aocio 

3CK awi src im 
MG 0 0(1 

HLA1> Hi*; BUWJ 

m u y.a o ce mh) 
k k;j 11 ha-VD sift m*> 
%y. n ST'; n yr> it ci- it 

r.?:? - : ]J \XT) Ell 2 : FrlUNl 


mar tm, otmw* nl -.Jnylr xtnpuiMis 
atdrfkJ m i 3 ?t , (\l; Stu-ji j-i ^xiit: il' 

,(.v ikw.cHf lilt ftrf|r. wr Woi'l 

ua\ (if liic r.tatL-r Micptjj w ti* 

•!if K i .1 I l.i id Anonw 
Oir*». iad nu- Etr Gfih. 

'Ur : S. ■■' ■ ' if.ai ': M of 

Vu*/di i.alibuii.!-. J.V I ■ iiv. 1 d*. r- 
irr- Httiil EV® wt ilthSJ i ut Jiionfp ar 
u.tm lira!*? Sp-J|« ..• Viim- t..iJj a 
irHc UnfTE^fUfc k .-an iir.V ikpct'- -xl! 
i la- i cr: ij.wpBtis nf: I tP 
i'uli i Wijinif nrnJi X-i|/ tr synd ut^ 
m 1 , 1 c, d’vio.iilj.- tit: n» *J Tn*l-tling il 
kid ;tij i p>> dv"<-. :ilui 5 ht' qi tiiiii «^n 


am? 1 


V / Jc 


Jit £SoU> i Wi^r Ldf will .. .1 tlifc Ebe StarriT^ Jcr^ 

wteJc c^xrd-bntt* nn ^flwr ttilT lirJjTj JJ ailitb Ji FUI., 

pntr.,. f'ftJBu Jfuk pvw to Hie jL-'li 

Saying Goodbye to Sweet Liligoe 

Co to the Inn, ^jend lir nigtlL inti hjse / nndl 
He next dav is a big «r for lui wmi^-bt- ms~ r » 
«wptT]3Co.l it's tiine to 
band ihe Styway. MiulJ 
yoo, 1 EMCC yoi gtt oa 

Lheit's ns gQii^ hicSt. So 
tike idTaiuigf nf this 
□me to twipr. in Agcai. if 
you wish, and bane helIi- 
cf med jt VyjcV inn, over 
which you'Jt Sea™ i little 
abaus rl»e Efasr-Mm 
difBt When you're ill jwd finished h*Hd to the . 

Skyway Station. And blast “ Ljm, that is IQ uy * 
tjlidi 4 offl 


You II Hnd screenshots 
every pnge right next tt> 


on 

the 


portions of text to which they 
correspond. Because of Gr&ndia 
it s rotational overhead view¬ 
point, its easy to lose your 
bearings at times with exactly 
what direction you intended to 
head in; at other times, you 11 
finish a drawn-out tattle only 
to return to the overhead 
screen and be left wondering, 
"Um, which*** direction was,., 
um**. 1... nnnhhh../ At 

moments like this, its nice to 
look at a screenshot or two as 
a point of reference. 
Furthermore, it almost goes 
without saying, but not so 
much so that I m going to 
avoid saying it here, that 
shots can be really illustrative 
in showing you exactly what 
to do during a particular pUE- 
tie, exactly where to push the 
lever, exactly where the jump 
point is, et cetera. And of 
course, if its mentioned in the* 
text that such-and-such an 
attack by such-and-such a 
boss will wipe you out a nice 
screenshot will really chive the 
fact home. Such is the power 
of the image. 


I Boss Boxes contain all the 
information you 11 need to 
make your encounters with 
Grandia it s most powerful 
foes mn as smoothly as pos- 
I sible* Inside you II get a tun- 
I down on all relevant stats for 
the main beast, along with an 
HP and XP/SCVMC/GI 3 
I count for any supplementary 
components or creatures that 
may also be attacking. To the 
I right is the strategy portion, 
which will guide you through 
die Fight step by step. 
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Sarcastic, snide, and 
irreverent, Ryudo 
works as a Gcohound, 
a hired hand for sit- - 


Human 


17 Years Old 


176 


64 kg 


uations requiring per- _ 
haps a bit more bravery (or brazenness) 
than the paying client can muster. 
Mounted on Ryudo s shoulder at all 
times sits Skye, his avian best friend 
whos never reluctant to give advice. 



Elena 

Elena sings the songs Huma ° _ 

of praise and devo- 17 Years Old 

tion for the god^ m an ” 

Granas in a small - 

town. As devout and - - 

timid as Ryudo is blasphemous and 
bombastic, -Elena even belongs to a 
sisterhood of the good god... but her 
world-view takes on shades beyond 
black and white as the quest begins. 











Millenia 


Valmar's Wings 


Appears as 17 Tears Old 


163 an 


45 kg 


Millenia enters the 
scene with a bang, 
and continues to 
make fireworks with 
each subsequent 

appearance. She has an extraordinary 
crush on Ryudo, and likewise harbors\ 
an intensely-felt sense of rivalry for 
Elena. Fighting enemies with a near- 
sadistic glee, Millenia never relents. 











































Roan 


Human 


13 Years Old 


145 an 


37 kg 


Roans involvement in 
the quest at hand 
staits with nothing 
more beyond finding 
a lost family memen- 

J T 

to. Yet as this bright-eyed lads role 
widens in scope, the implications of 
his actions will go on to influence 
entire generations of the worlds peo¬ 
ple. 




Mare? 




Beast-Man 


Late 30’s 


IKS an 


IB kg 


An introspective belie-, 
moth whose keenness 
for aphorisms is 
rivaled only bv his 
powerful sense of 
smell, Mareg proves the perfect com¬ 
panion for Ryudo. His prowess in 
combat cannot go unremarked, but 
whether this stems from bulk, skill, 
clarity of mind stands as a mystery. 



or 



ry-r* 

Tio's sad history is Automaton 

apparent from the Resemble an Older Teen 
moment she speaks 153 ^ 

her first words. - 

Joining Ryudo and --- 

company requires her to overcome the 
hurdle of living a life without a past. 
But Mareg will take it upon himself 
to disprove the notion that within Tio 
there lies a soul without a heart. 
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The Witt Forost Path cbristitutcs the first location in Graridia ll " and should 
prove a prettv leisure! v stro! 1-th rough in the grassland v opening level -vein of 
gaming tradition. Witt can be classified as a transition location ; an ovenvorld- 
. type of stage that acts as a stopgap between two main locations. 


/ Wound Sato 

Poison Antidote 

Blizaaid Charm 

^ Wound Salve 
Hand Grenade 
Yomis Elbdr 



Once in Witt, R.yuda mil find a message 
daggling ffiJm a dead limb, hs a notice for 
a job in die next town . These folk sure 
know how to run a great Classified* section 
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MOTTLED SPIDER 
LV: 10 HR 250 
V" MR 0 SR 60 

Def: MX) Mot: 59 Acc SO 
Mag Def: 60 

XR 8 SC 15 MG 5 CR 2 
ITEMS 

Medians] Herb Slowpoke Milt 
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Stour the area for follow the numbered dots 
from the north to the south of the map} to 
find some basic herding items, Bur sell the 
inexplicably placed Blizzard Charm: it gives 
Level 5 blizzard resistance.: 


EXIT 


WITT FOREST P ATH 
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| Levitating anwi- appear in front of objects that you can dint; 
like, for instance, this ladder The prismatic cone to the light is a 
have point Pressing X once you stand inside k allows von to save, 
and fully recover all HP, SP. and MP. Take advantage of this! 
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Prologomena to a Grounding m COMBAT 

Shortly after vou enter the winding path through the southern' 
woods, you'll come into contact with your first enemy. Approach 
with caution: this Motded Spider scurries around like its train -jfij 
haywire. Whether the enemies in Grandm II jitter about in thH j 
wa\ because they have unquenchable monstrous intent or because/ 
they're someone's equally devious thesis on the efficacy of collision 
detection, IF THEY TOUCH YOU, YOU MUST FIGHT THEM, 
Or escape, of course. But keep in mind: should an enemy touch 
you from die rear, they will "surprise" you, and be given first ini¬ 
tiative in the ensuing fight. This basically means they have a .sig-. ; 
nifieant lead in their position on the IP gauge, and will probably:* 
get to attack first. Likewise, if you touch the enemy from behitpH 
you are granted first initiative. Try for this as often as possible . 

The first of the Mottled Spiders shout* 
be easy to manetivQ- behind and rag, 1 ; 
granting you first initiative The 
will hop out of die treed near the .tigm 
chest ; but its pounce is easy to 
Enemies will make a more daring effort ^ 
at tagging you when they blink red, £ 
but even then its pretty easy ro take ^ 
the upper hand. 






























GARBO TOWN 


The Great Top-Hat Revival 

Near the entrance to Garbo Town stand an Inn and a General Shop, 

| two fixtures that you II find in every town in the game. At an Inn, 

- you can save your game and recover your party fully, free of charge* 

■fcmetimes though the innkeeper will also offer you a chance to eat: 

should you take up die offer, you'll be treated to a delightful lond- 
* ing session between you and your current comrades. It will be doc^ 

Bpnented later in the book whenever this option arises: besides being pretty gravy, these 
•’.meals are necessary at times for the story to progress. In the Shop across the street you 
can buy and self (at half die listed price) armaments and sundries. But the keen-eyed 
might notice that all such transactions take place in the vicinity of a queer top-hatted 
'"josser. What’s his story? Why, nothing less than that he's there to school Ryudo on 
a the basic elements of combat! Have a go-iound with this tutor in a harmless mock-bat¬ 
tle and discover the finer points of Cancels, Counters and Crideals. Check it out. 

The Tutor iVan will show 
you sonic nifty things, and it 
costs you nothing except a 
minure or two of yotir time: 

In .Alter Gen end Shops in the 
game. Tutor JSdan will tench 
you "Intermediate'' and 
"Advanced" techniques, hut 
will never once doff the hat 




A Holy Little Hamlet 

Once you sav goodbye to Witt, 
there s no going back* While you II 
meet Elena as soon as you amble 
into town, it cant be said that the 
towards you is anything 
warm. Take this cue to 
spend some time listening to the 
townsfolk and spitting back some 
vitriol of your own. And keep in 
mind: just because a back-and-forth 
session has ended with someone 
doesnt mean the conversation is 
over. You can usually get at least 
three different exchanges with each 
person in Crandia II before they ve 
said their fill So keep pressing X... 
you might find out more than you 
were initially expecting. A scenario 
which also applies to taking a close 
i examination of the bookshelf in the 
home of the man in the 
Tyrolmn/Alpine fashion. But in 
any case, you'll also want to chat 
with everyone all over again direct¬ 
ly following any story-events that 
occur to hear all new hot air* 


































A Brief Word on Rotation 


Now r may be the time to ask yourself die question; have I gone to the Gonfig menu and changed 
die screen rotation direction designated to the O and RJ buttons? And if' not, am I happy? 
I Allow me to explain my own case while you keep in mind the fact that I am unable to plumb 
too deep into your own soul. If you place your right hand on the right edge of a real-world 
object and then pull towards yourself (corresponding then to the game screen, were you to pull 
the R1 button), the object would rotate clockwise. Not counter-clockwise. Yet this rearrangement 
of physical sense this scheme that would have you believe vour left hand were grafted to your 
right wrist and vice-versa, this is the default setting for screen rotation. And this defies logic! 
Keep continuity with your physical laws, and switch the screen rotation to the odier mode Unless 
: you, um, like k this way. And, of course, are pretending to be swivelling a camera. 


Going to Granass House 

After you've finished talking to the locals, head up to the 
church: its time to accept the commission for work. Once you 
step inside you'll be privy to a brief event and meet Elena, a 
Songstress of Granas. After a moment, the two of you will be 
joined by Carius, the priest of Garbo, Carius is undoubtedly 
the most accommodating person you 13 meet in this tow r n, but 
of course, that 5 because he s got a favor to ask of you. Listen 
closely, then do what he cells you: head to the Inn. 
(Unfortunately there's not much to the Church to explore while 
you Ye here... you only have access to the sanctuarea; there s no 
monkeying around with the sacristy.) Once at die Inn, sidle up 
to the innkeeper and have a chat. You'll see that your have 
the option of telling him that the priest told you to wait. Select 
this, and vou can have a rest before being visited by Carius, 
Hell give you further details at this point as to the direction 
of your mission. 


YooVe Got the Money; Shes Got the Soul 

' Do you really need to stock up on supplies before you head 
. off to the Black Forest? At this point you’re just a bowdler¬ 
ized escort service, after all. Right? Nothing too difficult... 
Well* it might be a good idea to take at least a few Medicinal 
c • Herbs along. You don't have to go overboaid on diese purchases 
though: you 11 find literal troves of this stuff further in your 
; journey. Needless to say you dont have enough money for any 
of the fancy weapons just yet... dont bodieit Save up for the 
goods in the next town instead. 






























Medicinal Herb 


Myriad Power Nut 


'MONSTERS 

DODO 

LV: 10 HP: 230 
MP: 0 SP: 0 

Def: 110 Mov: 04 Ace 55 
Mag Def: 132 

XP: 6 SO 10 MG 8 CP: 7 
ITEMS 

Medicinal Herb Healing Herb 




After passing through she exit of .7 transition irci 
and therefore unlocking access to the other place on 
die map (Garmh Tower herd you never have to 
ivtum to the transition place again n hen nnrersing 
between locations. 


From Area 1 


BLACK FOREST 2 




To 


Area 


...the second takes place as you 
approach the ragged tree in the center 
of Area 2, It isn't hard to send these 
Dodos back to extinction. 


Nothing to Be Scared Of, Elena 


The Black Forest is another tran* 
sition area like Witt Forest Path. 
While Witt never appears on the 
nrap screen the Black Forest 
does, and must be traversed 
Let ore y ou have access to your 
destination at Carrnia Tower, But 
note that this will be your only 
chance to visit these areas; once 
you vc come, seen, and conquered 
the forest and the tower, you II 
be unable to return. So fend off 
the Dodos that will ambush you 
in both areas I, piece of cake I and 
pick up the hems while you re 
still able. 


Just because Elena s along for the 
ride here doesn't mean she's going to 
lift a fingei- to help fight, The first 
ambush comes in Area / near the 
bend past the Medicinal HerL, 


Start 


FOREST 


BLACK 


End 





























GARGOYLE 


LV: 10 HP: 380 


MP: 80 SP: 0 


Mov: 60 Ace 45 


Mag Def: 135 


XP: 18 SC 54 MQ 21 GP: 12 


Sword of 


Holy Ashes 


ALSO APPEARING HERE: 
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TOWER 


GhkM.H 








Because of the rafter's crossing all over your field of vision, its easy to accidentally bump into 
a Mottled Spider or two unawares. Kill all you can for the XP, but instead of using heal 
items, retrace your steps to the save point and use the recover- option as necessary. y 


Treasure for Treasure 

At this point in the game, 
you'll start to find some 
caches of gold that will con¬ 
stitute a significant increase 
in income for our beloved 
Ryudo. In Garmia Tower 
alone there’s a total of 
200GP to be found in addi¬ 
tion to the regular paltry 
sums received after battles. 
It's woith your while to get 
all of the items in an area, 
because even if they strike 
you as having no discernible 
value and that you wont use 
them at all, they can still be 
sold in town for some fine 
lucre. 


GARMIA TOWER, 2nd FLOOR 


GARMIA TOWER, 1st FLOOR 


: uno: -W 
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small 


Big 
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.«• The Gravely Blessed Tower 

IB Everything seems relatively calm and sedate when Ryudo and Elena show 
* up for the exorcism... but don't they always seem to start off that way? 

It’s so true. But soon enough, with 


/) Wound Salve 


yj Wind Charm 


3) Hand Grenade 


4 ) 50G 


5 1 150G 


(y\ Wound Salve 


the sound of an interior shriek, it 
becomes clear to Ryudo that its 
| time to quit paradoxically chillin 
by the campfire and hustle 
inside. Approach the door and 
enter. This is your first serious 
"dungeon excursion," so make use 
of the save point just past the 
threshold. 
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CARMLA TOWER, TOP FLOOR 


CARMLA TOWER, 3rd FLOOR 


& $ 
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There?/ be no crossing any at 
rhe 3rd Floors brown piles of 
termv rubble. 


"J" 


Gargoyle Flourish 

As vouve probably t igured out by now, 
the sisters' exorcism has been a raging 
success. After twisting your way 
through the tower’s minous-tortuous 
third floor (and giving the II and R1 
buttons quite a workout, no doubt}, 
you’ll come to a welcome save point near 1 
the staircase to the top. Save up and 
recover, quite obviously. When you 
emerge upstairs, you II find two 
Gargoyles snacking on Tessa, Fighting 
this pair shouldnt be too hard, but 
don't fed shy about using an herb for 
healing [the Gaigs have a predilection 
for casting Howl), nor about tossing the 
odd Hand Grenade. This should mark 
the end of all scuffling about in this 
tower. 


''V.. 


AcriDN } .'*33 Y , ij]D^ not 
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Is for "ACTION!' 

Now that you've slaughtered the Gargoyles, where to go* 1 
The door just won t seem to budge, but, wait a minute, 
what’s that you say, Skye? The window? The way is in 
the window" Skye: loyal avion accomplice; feathered sage; 
^incomparable confidant. Yes, Skye s right. Step up to the 
S stained -glass window where a 1 action icon will appear. 
Whenever you see one of these in the game, it s a sign 
to press X, cause you II make somctliing happen. 


l>iv& X at the f? bidding to smash the window and hop through. 


Post-MUlenia'l Tension 

A jarring image awaits on the other side of that window, and 
things become clear to Ryudo that its time to grab Elena^ and 
make a beeline for home. Indeed, as stated earlier, you wont be 
able to return to Gamma - Tower nor die Black Forest from this 
point onward, but 1m willing to bet that won't cause you any lost 
sleep. You’ll appear directly In Garbo to find that this dire hour; 
has only gotten that much... direr. Walk up to the church to 
speak to Carius who awaits you at the entrance. When you break 
the news to him of everything that's happened in the tower, take 
note of how this doeso t even make Nfr. Stoic budge a flinch; this 
is just how zen he is. But as soon as 
I the Granas statue breaks he goes all 
1 laser-beam. Cue the entrance of 
f Millenia. She’s nobody s introvert, and, 
l she's walling to fight Ryudo to prove 
[ it. When the fight breaks out, noth- ; 
1 ing you do can help much* as there $, 

I no way to defeat her: so just roll with ; 
| it and let yourself be dominated, 

Oh PPfC 





























Mushroom Jamboree 

Smell that fresh air... 

^spores! You can chop 


room 
treasure, 


can 

in the Inoi 
but 


some rnav 


and breathe 
away at 
Mountains. 

also contain 


in those fungal 
any of the mush- 
Some may contain 
frenetic Crag 


Snakes. Nonetheless, for the i irst time, Elena will 
take up arms and help "contribute" to the fighting. 
Besides being handy with a staff (which, really, she 
isn't, because factually speaking, she is weaker than 
Rvudol she also brings magic and moves to (specif¬ 
ically, the tig-damage Impact Bomb) to the table. 



Lets Learn Moves 

Its never too early to start powering up 
your party. By going to the Learn Moves 
menu you can upgrade Ryudo s moves at 
this point to include Living Tenseiken or 
Purple Lightning, or even unlock Elenas 
Nightmare Rail, It's probably best to 
spend your SC on Ryudo though, as 
Flying Tenseiken is powerful and useful, 
unlike Elenas Nightmare Ball (merely a 
glorified version of the Snooze spell). 






* 


y It 5 easy it? get lose in the forest sprawl so keep an eye on the 
compass for on the map on the next page/ Or leave 3 trail of flat¬ 
tened mushrooms to mark iilkw yori.W been. 


Look aixxmd in the Power Up menu to see what options you hare 
available in terms of new moves and spells that can he unlocked. It 
you see something you might like but dont have MO SC save up! 




CRAG SNAKE 
LV: 11 HR 280 


Def: 125 Mom 99 Ace 76 
Mag Def: 53 

XR 12 SO 24 MC 20 GR 27 
Strong Vs, Earth Magic 
ITEMS 

Poison Antidote Snake Earrings 

ALSO APPEARING HERE: 

Mottled Spider 
(see page 6) 


— 


Beware die swooping Dodos on the windy nar¬ 
row paths once you get up to the mountain. 
You re got little roon? for any evasive fancy 
footwork. 


Shortly after arming in the second aica, vo¬ 
te treated to a short event where Ryudo ..in 
Elena set up camp and chat 


The Tinkle of Mallet on Spike 

Take a hint from the first collapsing boulder pile what to do the next time you spot 
one of these odd storage contraptions further dow p n the path. You II want to secure 
it, actually, is what you'll want to do. Didn't know "securing structures" Was one of 
Ryudo’s knacks? Granted, it takes a savvy eye to detect that peculiar air about hin 
specific to the casual joiner. But its all true. If you approach the second bundle and-; 
press X Ryudo will "hammer" down the supposed spikes (hear the nail staking?) - 
this will prevent them from toppling down when you tread the lower path. 


i ,hB1 

When the rocks spill, take a 



■ 

w 

; ’J. 

1 cue on how to hammer down 

* 

Sir 

- -Jp .. ^ 

f die nails. There aren't any < 


gP? -y ij^j 

' 

other *action events" in the 
game that are this subtle to 

?■' -t* 

; 

s$ - 3 


& 

detect, 30 you don't have to 


ii'St. t 


-fir? T 

start tn r ing to hammei- at 





everything you see, ^ 






L *;■ 





































INOR MOUNTAINS 1 


Gmndk IT contains many a lesson on the * 
principles of cause and effect, none of ; 
which are subtle. Fight the Dodo hpe, 
then push die wooden board out to make j 
the boulder tumble and smash the rocksJ 
surrounding the chest Likewise* 1 ill the a 
hole with die teetering boulder nearby to 
get the Climbing Hat a good equip for 
Elena* who at this pint in the game is* 
factually speaking* very weak in her stats.. 
The other large boulder nearby, if pushed, \ 
will only reveal a Crag Snake behind die 
wall. Hitch down the ladder and continued 
onward* step by step into an ever more 
uncertain fate!!!!! 




l ' v ' 

op 

™ ’ ‘ ! r'?7 r7%£ 


INOR MOUNTAINS 2 


1 f Musde Mushroom 

& bog 

SOG 

1 ,i' Mushroom Cloud 


f Coblin Toadstool 
7\ Poison Antidote 
$ 'SOG 
H 50C 
10 SOG 

/1 Climbing Hat 

12 150G 

B Poison Antidote 
Yoniis Elixir 
Crystal Brooch 

















AGEAJR. TOWN 


Ptk SUCH 



m 1 

••WEAPON 

S * * 

Falx......w 

...500C 

Shamsh 

...c>aoc 

Army Sal ,a \ t .........- 

...J50C 

Lroji Rod. 

....7?,(>G 

••ARMOR** 

Leather Jacket... 

...JiSOC 

Quilted. Silk_._._ 

....SOOG 

Leather Armor..,... 

.750C 

Chain Mail_ 

.5)5(1C 

Traveler s Hat*.. 

i.i.300C 

Leather Bandana.. 

..,.350C 

Climbing Boots....... 

t ^200G 

Heavy Stone...... + .......... 

.IZOC 

Sleep Charm.... 

.?30C 





••ITEMS 

• * 

Medicinal HerL......... 

.JOG 

Wound Salve.................... 

...24C 

Poison Antidote..... 

...I4C 

Paralysk Salve..... 

...|4C 

Eye Drops.......... 

...14G 

Smelting Salts..&'*> 

-2.0G 

Mush room Cloud......._, 

.„?.0C 

Hand Grenada........ 

...30C 



i______,__■ 



















































Night Falls oe Agear 

Once vou step outside of the inn you II see that nightfall 
has come. Talking to die townsfolk will reveal how Roans 
gone off to the cave to the north. Oh yes, chats your new 
destination* One thing before you held off: thinking of tak¬ 
ing MiUenk back to Gn bo to cause a brouhaha among die 
locals^ Sorry: for the time being, both Garbo and I nor will 
be inaccessible on die Silesian Continent map screen. 


Ua.ye some fun and talk to Padh after you 
come downstairs. Git-ty, cat-cy, ent-ty! 


Millenia should 
prove a fine com¬ 
panion: her ability 
to use fMws gives 
great attack range 
with little need for 
trudging up close 
to die enemy. 








_ 


•IF you've read any interviews with Takeshi MIyaji, Gmidk if s executive producer, in 
which he's dropped the name of Akira Kurosawa as an influence, this sweeping estab- 
Edishnumt-of-scenario panorama is probably die big homage. Agear is lovely in its mins. 


Tlic Guards' Tent stands as the 
place in Agear to find a tutor 
and buy gear. The Intermediate 
Tu tonal will be presented to you i 
as an option here so you can 
learn about Moves \ Special 
Abilities) and Magic* Check it 
out. Also remember to sell vour - 
old equipment for some of those ', 
all-important gold pieces. 


Roan and the Food Goofs 

When you talk to die innkeeper Vyx, 
you'll find you have the option of greeting 
him, so greet away! (You might want to 
take note of the beautiful wooden orna¬ 
mentation hanging overhead: this is just a 
small example of die close attention paid to 
all sorts of details throughout the duration 
r. of the game.) After chatting you II take 
part in an event in which you 11 meet Roan, 
a young lad insistent upon finding a meda l- 
sort-of- bauble of great sentiment So insis¬ 
tent in fact, that he's cavalier enough to 
beg others to risk their lives in the hope 
of fbiding his memento. Before he comes 
vour way [and sets in motion your next 
adventure/detouri his pleas ring out to a 
flambovant cadre of clowns with whom 
you'll get acquainted. These are Gonzola* 
Paella, Risotto, and Carpaccio, all of whose 
parents were appnrendy real ape for the trat¬ 
toria. Following Elenas "little session," get 
ready for a sexy interlude with Millenia, 
who will join up with Ryudo, Once the 
hubbub passes, head downstairs to join the 
four food clowns in their cafodacdo. 


Easy less! Elena puts 

nunnen- on hold; goes on mag- 
nifkent Kuko tender, 


Its easy to accu¬ 
mulate scads of 
accessories dining 
the adventure, 
much of which 
vou may never 
use. Even if you 
think you don t 
have enough CP 
for tint trinket 
you covet so in 
die local shop 
you might be sur¬ 
prised by what a 
couple &dcs can 
get you. 


Now Millie’s in the Ranks 

Once Mtllcma joins up, you 11 notice that she pret¬ 
ty much has die same stats as Elena, beginning 
at about Level 13, but stocked with different T 
equipment and skills. You 11 also note that shes i 
equipped with a "Chaos Egg" instead of the Holy 
Egg. Of course you can switch between diem, but » 
the Chaos contains several more aggressive spells 
waiting to be unlocked over time that do quite., 
suit her temperament Millenia is also in pos: 
sbn of the Arrow Shot and devastating Fallen 
Wings moves from die onset: the latter will serve 
you well in combat even towards the end of the 
game* Have Ryudo equip the Holy Egg In r; 
Elenas absence! 


L-^VV. 




































Stalactites will fall from die ceiling to 
create steps to the ;iave point once you 
move dose to the ledges edge. 


DURHAM GAVE 1 


Squint squint! Blink blink! 1 Arc 
you dunned yd& No? 
Interesting. 


fc* - ^ 4 LV: 13 880 

WT It! J? MP: 0 SP: 210 

Def: 118 Mot: 40 AeC 70 
Mag Def: 90 

XK 24 SO 40 MC 10 CP: 160 
Weak vs. Fire, Strong vs. Ice 
ITEMS 

Whirlwind Scroll Mist Egg 


ALSO APPEARING HERE: 










































Cue the Proverbial Waterworks 


As You've probably noticed, there’s a switch in the direct 
center of Area l Walk up to it and give it a flick. The 
water level will change, making 

the- [ ridge 10 tl*j( accC;- 

siblt; and the one to the north- A l 

west inaccessible. Cross die acces- ^SjEy 
sifcle bridge, saunter into the Ilgsy^^SJSjiP 

^northernmost room, and push 

down the ramp. This will come "JHr w €^ t\ 

in handy in a bit. IDon t ^ or " v 

get to pick up Yomis Elixir hid- 


Cue the Proverbial Snake Ambush 


Walk through the gate northwest of the first footbridge. Crag 
; v Snakes will drop from the ceiling and die room will seal off. 
It s a fight against four, so be prepared to take some poison. 
After the fight, both gates will open, one of which leads to tire 
ramp you just pushed down, allowing a new shortcut Go back 
to the switch and reverse the water level You can now use the 
| mmp-enabled route to access the other northwest bridge! 


DURHAM CAVE 2 


Once you cross that bridge 

.ml and emu trie :u b 
concert trica!! y-ciicu’ar room. 

j j. you 'll be ambushed yet 

again by some happening 
ujSil' ^ ^ |PW new enemies: Frost Frogs. 
'. v * The veiy essence of chilly 

•f con carnc. Frost Frogs are 

-—- - il» extremely tjuick, and will 

leap on vour party s very heads if you re not careful 
since the smrounding- gates wont open till every frog is e 
slaughter, lire northern gate Ion your right when you c 


f’:- Moments after entering MHflHHH 

T.* Area 2, you'll spot Roan in flESHHSj9 

t^***''' i £ he middle of potential dis- ^HSESSS 
,.*A • * .. . at tlu jagged scales of jHMB 

41 P ac ^ Troglodytes. 

JBib• ^ U5 b in and save the poor 

life but take care: ——rijj 

the Trots have a special T'. .T' M 

j r ^ *** TV "' move known as the Sleep —"— 1 

Spawn which will send your party upstream to Dreamsviilc. This is an 
tie for reasons besides just saving litde Roans hide, though. Post-victory 


If Firebomb 
^ Medkinal Herb 

*jjj| Medicinal Hob 

^ 1 • 

4} Yotttis Elixir 
Sfr 100G 
6$ Poff Nut 
jjP Sleep Charm 
$■"' Calming Harp 
Sfy Medicinal Herb 
/f| 100C 
/ # 300C 
|| Stone Head 

/3 Poff Nut 
14 Torte’s Rcodpipc 






















A Woman on the Edge 

When fights get rough and tumble, there s the 
chance that Milienia will bust into a berserk¬ 
er Frenzy. If you keep an eye on her portrait 
in the upper left of the screen, you can get 
an idication of how close she is to this break¬ 
ing point by gauging the ebbing glows prox- 
imitv to blight red. When she hits this level, 
control of her is taken out of your hands, 
with ey-cry turn resulting in a new random 
attack from her, with absolutely no deduction 
from her SP or MR This means you might 
get a free casting of Fallen Wings to decimate 
the enemy, but also that Millenia s ACT rat¬ 
ing goes way up! Enjoy the carnage. 


Vd! hath no fury like — 
...O/j, give it a rest. MHerua 
throws a Urge, isther violent, 
fit. 


Gag Shakes will 


rain down from vy 

abort when you 
approach the 

first chest in u . w , 

Area Z 

Be sui-c to equip your Thinking; 4jg 
Cap far the fax-push puzrje. 

Box Push (Puzzle-Thing of Sorts) 

The box-push puzzle in Area 2 — what say we go 
through this nefarious contraption step by step? 
push the box in the tread to cover the switch. 
Then stand on the other switch to the light of 
the tread. The gate will open. Ahem, Pay atten¬ 
tion. The Stone Head is in there. It will offer some 
nice protection, so have Ryudo equip it. Past the 
other gate, pull the switch to lower the water level 
so you can cross the main room. Leap from the 
ledge and you 11 be pounced on by a bunch of 
Troglodytes. This is a tough battle, so watch your’ 
HP. Now pull the switch so the bridge will raise 
and you can head on over to the save point, rhe 
boulder next to it needs to be pushed so that whey, 
you return this way, you can save time and wont 
have to take the circuitous route back to this areas 
entrance. 


DURHAM CAVE, DEPTHS 


Use Cancels as often as 
you can muster tn stop 
the Durham Minotaur 
from using his Tornado 
Horn. Simply put, it 
will make Roan ay. Or 
easily kid him. 


Retread your path out of Durham 
Cave after killing die Minotaur, When 
you get back to Agear Town proper, 
talk to Vyx first and "spend the 
night* to have a good family meal and 
engage in some chatter. Then step in 
the Guards Tent and stock up before 
you leave. You 11 notice the Tutorial 
Man can now reach you advanced 
techniques. Also remember to; re-equip 
Elena's Mana Egg, , 




Spink to the man non the north exit ofAgear to get a Poff 
Nut You car. also head to Onto and. hear same Jiew things. 


DURHAM 

MINOTAUR 


Walk into the Depths it ^ rime 
for the big fight with the Durham 
Minotaur and two Troglodyte. 
Beware Ills Tornado Hern, which 
duet; Some curious damage (akciut 200 
to 250 HI 1 ) but liIsd confuses its 
target, h would be a very good idea 
to east- Diggin first, then go all out 
with Rvudo's Puipfe Lightning and 
of COURSE 1 alien Wings, If 
Mil tenia goes into berserk mode, she 
mav -cast It again., so you It get two 
uses ill a row! Of course, time your 
Critical right as well and you can 
canoe! his attacks and knock him 
back a lot on die IP gauge. After 
the fight you'll get the Adventure 
Book. Tills will finally allow you to 
learn some Skills, and Roan will get 
back his precious medal. 


LV: 19 HR 4200 
MR 0 SR 360 
Def: 140 Mov; 60 Act; 120 
Mag Deft 110 
XP: 210 SG 720 
MC 0 OR 0 
Weak vs. Wind/lightning, 
Strong vs. Earth 




























^Thc and 'Baked Vh\m constitute a long road ahead for youv party 
You've got to smash the rock wall fcv pressing X in the begin 
hung; when walking on the first path, pause to mark the stem 
allots locations — thev can knock a few HP off your total 


Seeds Sown 
Everywhere 


When you re in a situation 
in which there are lots of 
hazards — like the steam- 


back to the save point to 
recover. Free recovery or no( 
though, don't be too reckless tc 
swing into the Giant Mantises it 
the vicinitv without Fust approach* 
mg from the rear (as you should try to do with every battle-to-be, of course}, Don t 
skip engaging in fights with these cretins at any point though - they may at times: 
reward you with a Seed of Defense. Use these 
to give a party member a permanent *3 

Vitality Up! j£H^) ji bfj iii S) CgM 


BAKED PLAINS 1 


Thk seed and others on the shmts throughout the 
Plains- am help van power up the weak, ie. M Roan. 


SANDMAN 


Def: 103 Mo* 60 Me 65 
Mag Def: 94 

XF: 13 SC 16 MG 15 GP: 25 
Strong Vs. Earth 
ITEMS 

Hand Grenade Sandman 

Whiskers 


Seed of Running 


ALSO APPEARING HERE: 


r .. v 




I bursts and enemies here — 



p-.‘ 1 



1 remember that it's perfectly 

START j 


”• J 



B acceptable to keep running 





























Using the Adventure Book 

Another important tiling to do now is to start distributing your SC 
and VIC to power up Moves and Magic, but also chat new addition 
to your bag of tricks — Skills - thanks to the Adventure Book you 
picked up. Assign three to each member,,, they will give you signif¬ 
icant increases in HP, Strength, etc. First go to Power Up on the 
menu screen and press Rl until you come to the Learn Skills menu. 
Select Adventure Book and which Skill you want to activate and power 
up with SC. Whenever you reach a certain level once you have a 
book (here 151 more Skills will become available for activation that 
were not present before To assign them, leave this menu, and £0 to 
S kill Equip on the main menu. As characters levels go up they II be 
able to equip more than two Skills at one time Give roughness to 
Elena or Roan at this point, then restore or heal right af ter to bring 
their HP up to the new maximum*. 


BAKED PLAINS 2 


In tiie second area, you 11 face 
more steam bursts still But beware 
the Sandmens they move fast and 
only appear most of the time as 
moving clumps of earth. Their 
Sand Spray attack will take your 
Move level down 1 in addition to 
damage, so watch out. 


There are all sorts 
of different seeds 
dangling from 
shrubs everywhere 
in this area. Grab 
'em all to power 
up big-time. 













BEAST-MAN 


BAKED PLAINS 3 


1 Seem to Have MissmeUed It" 


When you arrive at the third section of the 

Plains, vou can restore, thankfully, at a save 
point. (An important thing to take advantage of, 
b as there's quite a fight in your future... and it 
might just be a good Idea to put the Life Up 
skill on Ryu do if it isn't already there.) Moments 
later, Roan will get antsy and drag Ryudo and 
: Elena over to show off the majesty of the 

% Qranacliffs, and for a scant moment you U get a 
glimpse of what lies ahead for you in the city 

of Liligue. That done, it’s tune for dinner, pre¬ 

sumably some freakv triptophan-infused gorging, 
p because it sends our trio straight to bed — and 
" straight into combat!!! "Grumble grumble": you ve 
been awakened to fight a boorish Beast-Man, and 
he doesn't like the way you smell! 


The Beast-Man will concentrate his 
attacks on Ryudo, at least til] he* 
killed him one time (presuming, of 
course, that you'll resurrect his 
corpse with Yomih Elixir), so let 
Elena and Roan keep healing him 
for their respective actions. You 
might take a look at the Beast- 
Man's Action speed... its very 

high, so as you might guess, suc¬ 
cessful cancel strategies are very 

difficult to pull off -- as such, its 
best to avoid utilising Criricak His 
Beast-Fang Cut will do over 

300HP of damage and caned 
whatever you've got up your 

sleeve. On a final note, continual 
usage of the Zap! spdl makes a 
good little tactic to use, that is. if’ 
you've ichIIy got the drive to win 
Do you have this drived 


Hack vodr way to the southeast portion, of Area 2 to find 
a big chest containing, among other things, the North Wind 
Cape, which will increase a party members movement, i he 
chest is surrounded by steam bursts, so watch yam foot-;:; 


LV: 16 HP: 4800 
MR 49 SR 144 
Def: ISO Mot: 88 Act: 144 
Mag Def: 61 
XR ISO SG 100 
MG 0 OR 0 


The Beast Tang Cut 
will cancel whatever 
strategy you 've locked 
in. Sorry, you 


Its the end of' an 
cm For this olfactory 
legend Such are the 
results... of COM¬ 
BAT 


Stop and get the 
Shdl Amror before 
you tiot off to 
Liligue yonder. This 
would have been nice 
to have during the 
Beust-Mnn fight, ch9 


We Will Never Foiget You, Gtizens of Agear 


Sure, Agent hasn't exactly been "good" to 
you; neither 1 ms Garbo, for that 
First - you’re treated like mutton ft 
a touch godless and daring to 
money, and then you get bounced into 
becoming a glorified, significantly vio¬ 
lence-prone guardian for little Roam Well 
it pays (though not literally) to revisit 
those memories! Go back to those 
and you can hear some new words 
your favorite Inhabitants! 


. 

























Now THIS is Architec¬ 
ture! Just beautiful 


CHURCH 


* * WEAPONS 

Army 

Samurai ftlade. J 

Iron Rrxi.;.; 

flame Staff....... \ 


Healing Herb.,,. 
Poison Antidote. 


Tomis Elbdf. 

Hand Grenade.... 
Insecticide Bomb. 
Fireball Scroll,,,,. 


Medicinal Herb. 


Wound 5a he 


Paralysis. Salve. 


Whirlwind Scroll, 


Patience Nut 


Swiftness Nut 


Kuko Berry 


Battle Rod_„_..*'. 

Multiplc; Knife.. 

Hunters Knife*,,,,,., 

* * A R M O 

Du if red Silk 

...-980C 

,....,.<>500 
.....WOC 
R * « 

„ . SOOC 

Guardian Robe...... 

.....i?.ooc 

.!60C 

Plate Mail „.. *. „..,,,, 

Guardian Hat*.__ 

Iron Bandana..*. 

Iron Hdm,***,***.......... 

.I400C 

..... 450C 

. 4«x; 

..tfOOG 

Hunters Boots.*..,,.,, 

... ...400G 

Ga untlet.... 

Fue Charm.*.*,.. 

Wind Charm .. .. 

.800C 

.iooc; 

. Aonc 

Earth Charm... 

1,3gh cning C harm,. 

Blizzard Charm..,.*.,. 

, ***,4(K>C 

....40OC 

.4(K)C 


There arc more things to buy in 
LUiguc than any place you've seen, 
to date. Such are the perks of 
being in a big city, as opposed to, 
say, the shanty-town of Agcar. 
This is where you can really start 
to acquire some powerful weapons. " 


;py Follow this toy /30,77c to hear 
W' : , his family's sad ston of storm* 
yC non. Of its nor exactly 

a famine occumng here, blit 
■_ rather the opportunity for a 
& profound examination of where 
K exactly the line is drawn 
Hgfo: 'boweea the pah table and die 
Mpii wpuktablcL Arum root falls in 
gy the latter carbon', apparently. 


Rooting Out the Problem 

You'll be greeted by a few- locals moments after strid¬ 
ing into the big city. The citizens of Liligue arc feel¬ 
ing gutted thanks to a bizarre problem regarding their 
caste buds. You'll find out that you need to visit 
the mayor Gadan for some answers on this end: but 
not before you get acquainted with the problem first¬ 
hand when you spend the night in the inn,,* 

































































"Weighting for Gadan 


The most important visit to make in Liiigue is the one to CadaiL 
Feast your eyes upon his, t,vcI 1> feast, and prepare yourself fen 
a disturbing exchange... 


And Now for a little History 

Vou won't be able to speak to the Father in die church on the 
hi]] until after having a meeting with Gadan, but afterwards 
head on up to find out about the history of Liiigue, and the 
significance of the monolithic lock structures. 


Your Unconditional Acceptance of Mareg Begins Now 

While walking out of die church, you'll run into the Beast-Man with whom you had,,-; 
the go-round earlier in die Baked Plains. He's named Mareg, and, in a crazy twist at | 
fate, wants to join vour partv. Yes, once again, his motivation here goes back to the 
vasive smell on width he's dead keen. Save up, and head for die sealed hatch n«u||| 
Gadan's house. Stand before it, press X, and voila, youve uncovered the entrance to thejaa 
subterranean Liiigue Gave. Hop on down. 


Take a look at the mo stone 
fhuriti.7tioj7>' in Liligne* These* 
incidentally, do r,oi serre as 
mere ornamentation... 


T7jc Skynmv is wondrous., 
and temporarily inaccessible* 
Return after spelunking in 
Liiigue Cave 


uncuEcriY, skyvay station 


hies got the smell once 
again... 


Statistically speaking • Mareg 
takes no prisoners 


and 


down 


Uk. 


m 


i\y 


you 




Cave, 


















gpis you}] see, there are 
K&sevenil braziers on the 
Bpwall that are waiting to 
K? be lit. Dor. c go indiscrim- 
; inatdv lighting them: you 
yi/'can flare these up in 
\ order to mark where 
vou ve explored, as the 
||' scenery is kind of similar 
. all through this first area, 
fc and a bit twisty too. 


The imiki-puiposc X button 
lights t he torches. 


NOTE: The letters in the 
ted dots connecting 

daartifeys tefinrer’ rwo areas! 


LUJGUE CAVE I 


It , one thing to ruin the coma- and find a 
treasure chest but another thing to run head- 
on into a waiting monster. Keep poshing those 
Ll and Rt buttons to get the best annan 
angles on each passage 


GHOUL 


XP; 15 SC 
Weak vs. 


ALSO APPEARING HERE: 


Purifying Herb 


Giant Mantis 
(see page 19) 


1200C 



























Obtaining the Sword of Purity 


Your First Encounter with the Uadead 


The second area contains havering, 

•decaying, legless Ghouls, If you have 
■any anti-undead items, like Holy H 
lushes, ) r ou can use them here to 
make shoit work of these monsters. 

But beware their Power Drain, which 
P^li'absorb tlP from a party member 9W 
fed heal the offending Ghoul I not to MjKuffi BB 
Mention cancel its victim s attack], Also HMihBW 
watch out for their Tee Prickle, a range attack th 
■.entire party. Nonetheless some good can come 
Ghouls: they re a great resource for Yomis Elixir, 

Lighting the Colored Orbs 

■p&d the tablet and see that the red, | 

! blue, and green "candlesticks need to BH 
he lit for the gate to Area 3 to open. Bm| 
EStep on the panel in front of the 
[.-'tablet to open up two passageways a BB^dT 
.fev feet back down the corridor you 
[feed to get here. These lead to the & | 
ppotns where you can light die orbs. ||BflHg| 


v'-ajjjl This i m Ll 41) Attack, and 
I is very effective on Lind cad* 

Equip away! The Flamfcerge you'll find here is more pow¬ 
erful still, but keep a hold on tills one until you get to 
the boss, as the Sword of Purity decimates tire undead, 
and there sure arc enough here (but only Ghouls count, 
not Gargoyles), And don’t diink just because you re on the 
other side of a chasm, Gargoyles can t cross over to tag 
vou and initiate combat, Have wings -- DO tly. 


ie way you 11 come across another stone tablet 
or! 1001 : 11 - pe/./.!■:. Walk into the aoa ;o :.i- I 

wall! Nov. the JKH-- 

rion... •.hough them s. a little W 
Vick" rite odiei box j: JBPp^B 

» rlie try of the -.imuca-.L' hold- 
i a Ghoul ready to hirst out aid 

T .f‘T T ulll * ou 1 E r.ii light, rh r *’ i’ ' *^S^B 

~'b^B light the red oil, You might 1 "liii 1 

notice that on the other side of 

the boxes a Poff Nut. If Mfl|HB|H^BHBSB| 
voL, e-oL [lie roam and :e- ^ 
enter, the boxes will reset, BBkSBjP^' 'dkBteS SWM 

LLSt P u '"h the odd box side- BKB^/^j|JB| 

'^^B ways instead of against the I 

Jj&SK wall to procure the nut. Head 
^sj iolnjl 'B ^nck uow to the main passage 
r ^SSSSa«B and go into the other hall- 

w\u that opened after you 

B stepped on the panel by the orbs in front of the gate. In.' 
thi- eastern segment there are a few Giant Mantises to kiB| 
before lighting the blue orb. So kill them, and then, wcSfv 
i light the orb. Return to the thrcc-orb dais in the maife 
I hallway and pusli the new orL r!uv - r.-nu-iaLizuL. The gate* 


IJUGUECAVE 2 


J*E5CP 

iiJX. 

m 


/j| Confuskra Charm 

Holy Wound Salve 
m Fire Pendant 
Hamberge 

13 Poff Nut 











LUJGUE CAVE 3 


To Temple Ruins 


TEMPLE RUINS 


The View from Up Here -—~ 

When you come to Area 3 and arc given the stunning birds eye ’dew, go 
to the save point, and recover. But then equip Kyudo with the Flam beige, 
as you're free from Ghouls irom here on out and can safely switch to tliejg 
flame-based weapon. Head into the Caverns, ever closer to the inner sanctum*. 

One Last Trove Before the Imminent Tongue-Lashing 

The chest in the Caverns contains Smelling Salts, the Burning Bow, and die 
Flare Dress. Once Millcnia is swapped for Elena (you 11 be fighting the tig 
lummox who regurgitated her in a Few seconds), be sure to equip iVffllenia 


LUJGUE CAVE, CAVERNS 


VALMARS 

TONGUE 


Ttns. Lost., tike many youJi race tram 
now on ( consists of multiple coinpunents 
attached to the body. Kcq> in mind: it’ 
you destroy the Body, you wont get 
any of the treasures belonging to the 
other pieces: tlie Right 1 land s Antient 
C uirass and die Ltdt s Revival Gem 
The Body itself hokU the Book of 
"Wizafids skilfhook. Destroy the treusure- 
Itsa Head first to thwart its attempts at 
casting Healer, Spells of Moves with a 
wide range-attack can help deplete all 
the components of HP simultaneously: 
Fallen Wings and Zap! are good ones 
to us£ obvious! v. But even something a 


BODY 

LV: 25 HP: 8000 
XR 210 SO 720 
MO 0 OP: 0 

HEAD.HP: 5000 

XR 0 SC: 0 MO 0 CP: 800 

RIGHT HANDSIMM) 
XP: 0 SO 0 MG 0 GR 0 

LEFT HAOT..lit’: S(MK) 

XR 0 SO 0 MO 0 GP: 0 




















ligM'H FOREST 


To Lumir Forest 


LUMIR FOREST, CRASH SITE 


Welcome to Snow Country 


Snow drifts will slow you down. It might seem cool the 
first time you experience this, but if an enemy that 
you're trving to avoid U on your tail, and you re caught 
in mid-trudge, wolf how "cool is it now? 
Some trees will drop their snow-load on top of your 
party's heads. It wont engender any kind of damage 
within your ranks, but it will slow you down just as 
much as the other drift piles. 


It's common sense that fire-based magic will decimate the 
Big Foots. Big Feet And yes, Burn will immolate them 
good all dripping fats like, as will Rvudo’s Fire-based 
Fkm(e)berge — but Hand Grenades actually don t work 
so well Go figure. If you make sure to fight all the 
enemies you come across in this area, you should have 
a healthy slew of SC and MC to play around with foi 


BIG TOOT 

V LV: 19 HP: 750 

MP: 0 SP: 0 

Def: 162 Mot: 70 Ace 62 

Mag Def: 107 

XP: 29 SC 47 MC 35 CP: 46 
Weak vs. Fire; Strong vs. Ice 

ITEMS 

Myriad Power Lumir Flower 


CIANTCRAB 


ITEMS 


Quake Scone 


HUGE CATERPILLAR 


LV: 19 HP: 630 

<f!- W" MP: 0 SP: 0 

Def: 131 Mow 50 Ace 72 

Mag Def: 97 

XP: 21 SC 33 MC 36 GP: 5 
ITEMS 

Poison Antidote Pretty Ring 




















THE GARDEN 
OF DREAMS 


CAVERN 1 


LUMIR FOREST 


This area requires you to go into the caverns, pop out into anoth¬ 
er section of the forest, pop into a different cavern entrance, ad 
nauseam. You II want to follow the markers on the map in order 
to get your bearings. Sometimes there will be roots blocking die way 
that need to be cut. Press X, and cut them. 

The Trouble with Crabs 

Giant Crabs are the most annoying 
monsters in all of Gi-andia H They re 
very difficult to avoid in the cavern, 
as they'll leap at you, rapidly prance 
on your pate in a crawfish quadrille, 
and.,, galx Its even worse when the 
battle starts. You'll be prone to their 
equally quadridiotic "Sleep Dance," 
which will take a party member out 
of effective use in combat and into 

slumberland, i < tth j a . * tv a 

Hidden Halls,,,and Organic rumps” * 

■ There are two concealed tunnels in the 
Cameras: 1: Chop die vines couched in the 
wall on the way out of Cavern I, and down^ 
passage 

you'll find i ju JH 
Odd Woodu: ffH 
Clogs: totally 

worths for 
I equipping ' 

. M •• already I 

i Hunter.- H 

Boots. 

■ 2m In Cavern 2, you have to cut the yin|j| 
that are sucking die water puddle to open the 
gates. The northern one leads to the power* 
ful Oracles Staff for Elena. Hie west and 
east passages are dead-ends, but the southern^ 
one leads further on in. Near the end of this 
section you 11 come across another hidden pasy 
sage on your right, wliich leads to a corridor 
containing 1200G. .‘y 


Hon couJd something so agi- 
taiing send someone to shxp? 


ip Insecticide Bomb 

D BOOS 


$ 400G 


($ 1200G 


$ IjUmir Flower 


1% 400G 

^ fcefang Stone 
Arctic Cape 
Ice Pick 













MI RtiMCli MWiMQE 

i l l nL^^r-' -A<&~ 7 %5&m**te 


Mysterious Fissure 


SHOP 


MIRUMU VILLAGE 


Fade Now into Mirumu 

At the end of Lumir, a thick fog wil] come in and basically 
destroy visibility. The only place to go at this point is the 
Garden of Dreams. Enter, and experience a bizarre interlude with 
a little girt Following this, you 11 be transported a few steps 
back from where you entered the garden. Go forward and you 11 
see that a fence is now blocking die garden entrance. Proceed 
nut and to the map screen. 


The mystery parading 
Mirumu begins here,,. 


Later on, you 11 find out the 
truth behind Minimus wchkec- 
mm 


* * I T E 

Medicinal Herb,,, 
Wound Salve....... 

Healing Herb. 

Poison Antidote,,, 
Paralysis Salve,.... 

Purifying Herb,,., 
'fortes Reedpipu 
Smdlbg Salts..,,. 
Lumir Flower...... 

Blueberry,. 

Mogay 

Insecticide Bomb, 
Sleeping Harp...... 


JSOOG 

Mm 

zmm 

/mm 


Oracles Staff...... 

Flving Fish Bow, 
Flint' Knife.. 


Hammer Axe 


* - A R M O R 

Pixies Robe. 

Swordfish Armor...f 

Fwithered Har,.. 

Magnolia Bandana.,,,,,...., 

Swordfish Helmet.. 

Crampons....t... 

Arctic Gape. 

Earth Charm.... 

Poison Charm,_________ 

Pa ralvsis Charm 


mm 

2HO()G 
JI20G 
, roaoc 
, 1250 c 


* * 

W E A 

F ON S 

i * * 

Swordfish Sword 

" •- 

imm 













































Things to Do "While in Mirnmu 

When you arrive in Mirumu, you'll be instantiy assaulted with 
pleas for help: the whole populace has fallen ill to a kind of 
sleeping sickness," The order of places in which to proceed to 
advance the games narcoleptic narrative at this point is: the 
...Town Hal] (to talk to the Chief!; the Inn (to speak with Irinah 
, to the north to meet Aira and her mother Sandra (the pro- 
Igrestive, lasssez-faihe mother hated by the populace}; then inside 
Pof Sandras house for dinner: finally, alter hearing Airas seem¬ 
ingly demented augur of scary people, back outside to meet 
Selene and the Cathedral Knights instituting an inquisition at 
die front gate. Oh, and off to die Inn for a family meal 

We now continue playing connect the event-dots. 

Following Ryudo's surreal nightmare; you II want to look out 
the window, for some, oh, I don t know, t resh air* perhaps? 
But* CRIKEY! It's a big flapping eyeball. Trouble k afoot. Co 
check on Miss hina, and when Ryudo sees that whats hap¬ 
pened to her is what's just happened to himself, lies roused to 
action! You'll notice that the lick-tastic, screamingly electric gui¬ 
tar has kicked in, which signifies 'the tension of the situation* 
and a woman has begun to wail bloodcmdlingly to unde] score 
"the siutadon's calamity." If you haven't purchased weapons, you 
can still do so: and while you might not need it just yet, be 
sure to purchase the Flying Fish Bow, because the only bow- 
.user you know, Ms. Millenia, is bound to pop up sometime in 
the relatively near future. 


Everybody * talking about 
everybody sleeping. That'}] fee 
a big "Welcome to MJrumu." 
then. 


Like her daughter's eyesight, 
Sandra * patience lias also rav¬ 
ished Will she accept you For 
who you are? 


Needless to say, they lt-'anr you 
ed do something about this. 
Have they tried Smelling Salts 
vet? 


Of course she will! Shortly 
after being harangued, go 
inside of her house for a sit- 
down meal 


i Once you're ready to rumble and 
§ tumble, head to the north near 
||%-rhc save point and the fissure. 
That's where the eyeballs have 
vanished, as Skve will tell you. 
Save, and cuter inside. Be sure 
to take lots of Healing Herbs, or 
Wet Lrnnir Flowers or 
to regenerate MP 
while casting heal spells, 
there's no Yomi s Elixir 
yet at this point In the 

game. 


Enter Selene and the knights. 
She!? a real dimmer, what 
with hei- cold even tone and 
regiment of armed guard*. 


You'll notice the different 
way each paity member has 
of eating.. then you'll notice 
Mamg-s in particular. 


The gaping rock maw in the 
northeast of the town is the 
entrance to the Mysterious 
Fissure. Its got eyes for you. 






























Special Artifact in the Ogre Troye 

In no time flat vou 11 encounter a new enemy in the Mysterious; 
Fissure: the Twin Ogre This misshapen, decidedly non-twinnish beast 
can knock 


your Defense level clown by 
1 if he performs die colorfully-named* ■[jgg 
implicitly mysteiious 'Throw Buddy on IH 
you. You also have the chance of cap- ^ppjH 
ruring an Ogre Helm after die fight, JjJSHH 
which can nicely increase your defense yjH 
rating, but cast a long shadow all over nJplPsP|3 
your movement rating. Best sell it. Oh, T 
and while on the subject of monsters, 
surprise more Giant Crabs, And no-one wants 
Nonetheless, here they are. 


MYSTERIOUS FISSURE, UNDERGROUND 


Above Lies a Lurker 


TWIN OGRE 


HAMMERHEAD 


V- ' _ LV: 20 HP: 830 
£iyi MP; 0 SP: 180 
Drf: 156 Mov: 102 Acc 88 
Mag Def: 93 

XP: 33 SC 48 MG 38 CP: 48 
Weak vs. Ice, Strong vs. Lightning 

ITEMS 

Paralysis Salve Seed of Life 


ALSO APPEARING HERE: 


^scifgaMsai \ 

b There s a Giant 

WL Crab hanging 

Wm out on the rib- j 
[ bone tunnel-arch 
structure. Hell 
leap if you walk 
in front of him, i 
■ all right! Oh 

| he'll pounce! 

mm 

-%J’ .JF 4 :r ! 

e wm^ : , . 



1 The spiraling 

1S stone pathway is 

II a rather nice 1 

flBMKol 

1 m touch put in 
f place by the , 



I architects of the 



Mysterious, 

Fissure. 























If die Eyeball Bats really 
begin to wear your patience 
thin, you may want to have 
the heads-up that this wont 
be your last skirmish with 
their lot As such, think of 
diis as practice, because die)' 
await you alongside a much 
greater danger soon enough 
in Air a s Space. 


From Underground 


MYSTERIOUS FISSURE, DEPTHS 


Ryudos assessment of the nightmare situation as its j 
unfolded so far is, considering his -own eye-encounter, ;;j 
one that touches dose to home After discussing 
whats going down all throughout Mirumu, a 
senger will come in saying that Selene requests your • 
piesence at the Town Hall You II walk in to a scene 
right out of a cult tragedy the moment you enter, y 
but instead of being dead, everyone? just asleep, J 
Af ter hearing Selene out, more connect-rhe-dots: go ■ 
towards the Fissure to see Aira; then to the shed 1 
behind Sandras house: follow Aim down die holey 
back to Sandra s house in Mirumm then back to the 
Garden. (MiEenie will join up and replace Elena. 1 ; 


Samira's entire world in falling 
apart. You'll need to go to the 
Garden of Brauns to help 
reassemble the pieces. 


This k Aira s pky^spaca a 
shed behind the house. Follow 
ha ' dawn the hole to see 
where else she plays,.. 


Being summoned to sec Selene 
doesn't portend n hearty round 
of congratulations. The plot 
only thickens. 


The Town Hah seems to por¬ 
tend a death-knell for the ril- 
; kgc of MimmiL Things arc 
H looking pretty bad here. 


BOSS 


Here arc die Eyeball Bats! 
Tenseikcn Slash, Beast-Fang 
Gut, Golden Hammer, the 
Crackle spell: these arc all 
effective attacks against the 
Bats. They re quick and Frisky, 
so k s a good idea to stick with 
some range attacks if you cm. 
They have a powerful multi- 
member move called the Delta 
Burst which will do serious 
damauc to a single member of 
your party, so pick them off 
as fast as you can! The reward 
will be another valuable Skill 
Book, die Book of Warriors. 


LV: 19 HP: 4200 
MP: 0 SR 360 
XP: 30 SG 225 
MG 225 CR 195 


Statistic* apply to eac 
Eyeball Bat individual3v 











Aira’s Spate is a surreal world poised somewhere in the expanse 
between Dali and stage magic Mere moments after you step through ^ 
that first portal, you II enter Area I. This first area makes a point || 
of swathing your party in misty fog, and equally foggy mist. This h 
makes it quite easy to BAP! bump into a Star Milage, die main 
creatures found in the Space. They II materialize out of nowhere, s 
and then BAP! its battle-time. You can be as "careful" as you want 
to be — their Power Press attack will still flatten you out and can- • 
cel your turn abrupdy. Keep casting Crackle (they re weak against. i 
ice magic) and return to the save point to restore as necessary. Or 
be a real party-pooper and use MUlenia s Fallen Wings to swipe 
through their entire flanks and end things quickly, before restoiing, 


Out of npff&jftg Star Mirages 
will descend upon your party. 
Figh t„ rtten restore. 


Ring the bell Just as you might have 
expected, a flying whale comes to meet 
you at the precipice to transport you 
From the first areas misty portion to 


STAR MERACE 


Running 


HELLHOUND 


flrebomh 


ALSO APPEARING HERE: 


Twin Ogre 
(see page 31) 

Hammerhead 
(see page 31) 


500C 



fajMFia 

■ A Wm 




M ft. _ f 

. 


















































Eyeball di.it arc ^wanning around 

the main Lex!y r live nur^t LitectivL - sur- 
yival stratify would be to luvt S 0 O*.- 
one cast Alheakx during each turn. 
Hat's hmv to keep csoping: first tint! 
f'cirentQHt, destroy the Ll-Ii L end til ;uid 
the- Eyeball Hits before; you do any¬ 
thing dsd!! Start with Fallen Wings 
tight off the Lilt I'fHin in tended!"!, then 
km> cisdjrj Snooze un the Bats and 


Eyeball Baits with Bomfhmje. When 
vLilt get tjmvn to fighting the nuJn 
ijnely, fociK ua! rauailita> ids attacks 
(like tin. SpeJU.mding Eye m\ Crackle 
spell) with Griticals, Reward-wix, you I! 
lomf away with a Warp Knife from 
the Kight Tendril a Gravity Egg from 
[ht Left, and the Demons Tran; from 
the Body. 


XP: 800 SG 1800 
MG 1800 GP: 0 

R TENDRIL.HR 

XP: 0 SG 0 MG O CR 800 

LTENDRTL.HP: 8000 

XL* 0 SG O MG 0 CP: 0 
EYEBALL BATS..HP: 34MM> 
XP: 0 SG 0 MC: 0 CP: 300 


Bang at One with Your Environment 

One of the main perils in the second area of Aim, 
Space are the toothy pits that will seemingly emerge 
from nowhere, only M 
to open beneath you i B 

feet and delve out 
some damage to any 
party member with 
which they make 
contact. Their loca¬ 
tions are marked on 
the map (that would 
be the fan^y pits), so there should be no surprises 
where you 11 encounter that little magic trick. 
However, there's no trick whatsoever to crossing the 

bridges to which the 
eyeballs are latched. 
Stand In front of 
them, and press 
i X As you [night 
have guessed. 


Battle Manicure 

Illusion Clothes 
Mirage Earring 
Bonds of Trust 


From Airas Space 1 


9 ■ 

V f> H 

>>V 

c I 

1 


To Room of Solitude 




AIRA'S SPACE 2 

The Khars Have Eyes 

Right at the end, two pillars will rise up and you 11 be 
enclosed like pigs in a pen, ravaged by Hellhounds! You 
might be lucky when fighting these beasts and procure 
a powerful Ogre Slayer for Ryudo, 


ROOM OF SOLITUDE 


VAIMARS 

EYE 


, This is a difficult EjllIl for the 
\ most part because of the FOUR 

1 ... .... I 


LV: 30 HP: 12000 


aim: on vauuui s lu 

casting of ^clR Inbynvem. stake the 


'Coins, EKP 


$p ,e 1 Cfln« l 

Pile, to»* 1 


Besides being a generally J 
gruesome scourge Inflicted/ 
on your party in the fyial 
battle, the Spellbinding Eye 
also stands as one of the 
most striking visuals In all 
of Gmndh It 


When the job, is done, go 
to the Inn for the requi-i. 
site after-dungeon meal 
before leaving town, and 
dig in to a discussbi^ 
revolving around Mimmu $- 
architecture. 















Get reach’ t o negate 'back and forth 

between several areas. Use the maps on 
this page and next to help keep track! 


Scrape Scrape THUNK 

Push the rock standing near 
the ledge Ln die segment con¬ 
taining doorway? H and I to 
make a staircase down to die 
Mach Boots. As you might 
expect, these kicks go fast. 


RPG meets platformer as 
you press X and leap across 
die racks in front of the 
cascading falls. Now that 
takes some serious derring- 
do, Dare to do it! 


CHAMELEON 

- LV: 24 HP: 780 

MP: O SP: 0 

Def: L65 Mov. 61 Act 83 

Mag DdF: 125 

XP: 14 SC 27 MC 13 GF: 50 
ITEMS 

Purifying Herb Mirage Earring 


Sfj Mogay Bomb 
f) Scroll of Alheal 


Guard Mushroom 


t$ 1500G 


/3 Yami's Elixir 
1$ Mach Boots 
/# I500C 


I500C 


ALSO APPEARING HERE: 
Giant Crab 
(see page 27) 

Big Foot 
[see page 27) 

Twin Ogre 

(see page 31) 

Hammerhead 

(see pge 31) 
























15 5<r>c 


l() Dragofiskycr Axe 


U Holy Wound Satire 


13 500G 


1500G 




20 Seed of SpdJs 


Battle Manicure 
21 Silver Feather 
Godspeed Ring 


Peacetime Interludes 


HALFWAY UP 


WATERFALL 


The Horror of the Undesired Steam Presses 

These steam-jets that burst 
forth f rom die rock in the 
last stretch of the Halfway 
Up area will not only damage 
whoever gets in their way: 
they'll also knock your party 
down to the lower level. Like 
it won t take you three sec¬ 
onds to walk back to your 
original position. Just dont 
make die same "mistake” a 
second time. 


If you don t waur to get 
knocked down, it may benefit 
you just to pause a moment 
and let the steam subside 


At the beginning of the 
Halfway Up area your party 
will set up camp for a second 
time in these mountains* 

This Is a Hatchet Job 

It’s rare in Crtwdia II to come 
across a devastating new 
weapon solely sitting crying 
out Seize me* Have y our eye 
on that lovely Dragonslayer 
Axe that's been made 
unreachable by die tons of 
force plummeting from the 
fall? Sure: its a tempting dis¬ 
play, looking all strong and 
appropriate for Mareg, after 
all. Well everyone can win¬ 
dow-shop,., but only a select 
few might figure out what it 
takes to get. And were here 
to tel! you how to pull it off. 
Ready? Walk around to the 
overhang. Stand by the rock,., 
and push X. This, then, is a 
dying fall. Axe and you shall 
receive. 


Stand on die northern ledge in 
the Waterfall area, and the 
camera raises ro provide a spa~\ 
dons view of the triple gush* 


Sometimes there s definitely 
something that can stop die 
flow; here a mammoth bouldci 















SgTo Gmnas Cathedral 


Ryudo hits the library: 


SHOP 


PASTURES 


Arriyal in the Blessed Land 


You've arrived in the land of Zera: the crusade is over, The first thing you 11 
want to do now that you rc here is have dinner at the Inn. When the mes¬ 
senger interrupts moments into die meal to beckon you to the Cathedral, well, 
follow, but not before you explore die library [read all die volumes of The; 
Holy Light and The Light of Lord Grnnas], the bakery, and the pasture. Yes, 
the pasture... you might not find any shepherds with pan flutes, but you will. 
have your first full-on squeak-baa encounter en masse. Enjoy. 


St HEIM PAPAL STATE 


Move Block Charm 


Magic Block Charm. 


Wound Sake 


lloh Wound Salve 


1 Idling Herb.,,. 
Scroll of Alhcal, 


Sister 


Poison Antidote. 
Paralysis Salve... 


11 caJiiig Ring, . 
Poison Charm. 


Purifying Herb.... 
Tories Reed pipe. 


Sleep Charm.. 

Confusion Charm. 



Smelling Salts............. 


Move Blessing.,*,,.. 

*,50G 

Magic Blessing..„**< 


Yornis Elixir*.. 

.H»M)C 

Butter Roll,,***,***.,_ 

.lpoc 

Fresh Sandwich...... 

..IOOC 

Mogay Bomb___ 

.23<)C 

Holy Ashes*.. 

.?.ooc 

Myriad Power Nut... 

.211C 

Patience Nut**,*,**._ 

..20C 

Sympathy Nut,***.*.-,. 

. 20 c 

Swiftness Nut........ 

..2()C 


























































& * & * ^ .*«£* 


jLitffar ^ 4w^*u 


rtfiiT i"~r*4r‘^ 


Plenty of Room for the Soul 

The Cathedra]s architecture is vet another world-class 
affair; tithing for Grams must reach far and wide. There -. 
more scripture worth perusing in the library here, so duck 
inside there before you head to the main corridor for your 
audience with Zera and Elena, Listen as his speech plays 
out, then follow him into his private quarters. 


Before you leave, talk to the man near the entrance. Hell 
ask you to convey a message to Iris son Mark in Cv aim, 
and give you a Poff Nut in exchange. Spend die Night 
at the Inn too before you leave. Topic of discussion; 
church-dinner food.. 


CbnkiiVifhg all the lavish frills 
of a true holv state 


Behold, his mdiant holiness. 
Zero. Innocentius. 


Guest of a Spiritual Host 

Head up the library to report Lack to Marcg and Roan 
about the audience with the Pope, then lead them to your 
quarters. A nice little meal will be set up, but before you 
start inlialing biscuits, someone will scutter into die room 
and break some Tv if news. Head to the Cathedral Balcony 
to be an eyewitness. Connecting the next dot entails head¬ 
ing to the main room to talk to Zero, where you’ll 
receive... the Book of Priests! 




What lies behind the entrain in the Popes room? 'J^oswar Nothing. 












































\ Magic Hissing 
3 Poisoned Knife 
3 Holy Wound Safe 


£?J Seed of Moves 
Foff Nut 

to Bravery Bandana 


Big Foot 
(see page £7) 
Twin Qgre 
(see page 3Jj 
Chameleon 
(see page 351 


Its well worth exploring the wilderness on both sides of this area, a 
beautifully constructed walkway leading from the St, Heim Papal State 
to the nearby Raul Hills, Unfortunately the banister of this holy prom¬ 
enade has fallen Into min, but this works to your advantage: diems some 
heavy-duty treasure stock waiting to be inventoried on both sides. Collect 
from one section, then switch to another. The final portion can be 
explored not by using a ladder, but by simply traipsing through the rub¬ 
ble where the wall has given way. Of course you'll have some brushes 
with die wildlife, but it's nothing you haven't fought before. 


PILGRIM ROAD 


Mwujw.imimun 
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(SHIIII HILLS: 


Lets Nats! 

Raul Hills: a giant area in which you 
'can run rampant in a field like kids at 
play, discover nutritious nuts inside of 
giant, unsettling pink puffs, race through 
a labyrinth, and even float downstream 
on a tiny boat* YoulJ actual]y be able 
to access this place again much later, but 
just have fun with it. N 


S$§S§S 


now- 




DRAGONOID 


ITEMS 


LAND COUGAR 


Scroll of Alheal 


ALSO APPEARING HERE: 
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RAUL HILLS Z 


Land Cougars in 

word, cdeiitous. BBSmSb 

Whether tbi.5 h H 

due to then in her- |B 

erst cougar-ness, or ~ 

their casting of Kwh unSpK^jyB 

Runner ^HHMUK9 H|PRBhI 

every a bat- 

de begins, you'll 

be seeing a lot of "Sways'* in your future when 
your weapon tries to make contact with their mis¬ 
erable hides. They love casting HowlsJash, too, 
which makes them all die more... delightful 


Carve steps out of these 
rocks, and march on up to 
get the only tri-treasure- 
trove in Raul Hills. 


Hep on the beat and whisk 
away on a bracing downstream 
voyage to the exit 


If you hunt for just one thing 
in the labyrinth make it the 
Earthen Cuirass. 


7) Earthen Cuirass 


D Golden Nut 


Golden Nat 


£|| Seed of Power 

^ Quake Stone 
■9 Scroll of Alhcal 
Rage Ring 

PPf Revival Gem 


PS Golden Nut 


Golden Nut 














Hemble 


CYRUM PORT 




Magic Blessing. , 

Yomis EJixit_* 

Flame Stone. 
Gale Stone....... 

Quake Stone.... 

Electmm Stone. 
Icefang Stone... 
Powerless Nut.. 
Weakness Nut. 
Exhaustion Nut 
Slowpoke Nut... 


Shudowbladty. 

Blazing Staff. 

Whirlwind Staff 

Quarry Staff. 

Arbalest... 

Main Gauche..., 


T 4000C 

.420UC 

WOOC 

.4200C 

.4500C 

.4fiOOC 

•4400C 


pOC 

L>CHJC 

:>50C 

vlSOG 

,,50G 

,.50G 

..SOC 

.30C 


Purple Robe......... 

BkckGtiattz Mail.. 
Wizards 

BlackGuartz Helm. 
Magic Hi-Hcds,.... 
Magical Brace,..... 
Anklet_ 


4500G 

,5 scxjc 
20000 
2200C 

..none 

J300C 

loaoG 


'-— 1 

Fire Charm.A;, 

.400C 

Wind Charm, 

..400C 

Earth Chaim. 

. mic 

Lightning Charm,........ 

,,,,„4d$£ 

Blizzard Charm, 

.400C 

* * I T E M 

s * * 

Wound Salve, .. 

,,,.,.,,240 

Holy Wound Salve. 

.60C 

Healing Herb. 

.3»>C 

Scroll of Allied... 

.I20G 

Poison Antidote,.......... 

.I4C 

Paralysis Sake.... 

.I4G 

Purif ying Herb.. 

.40C 

Torres Reed pipe. 

..30G 

Smelling Saks,. 

..20C 

Move Blessing__ 

L 

..50G 





CYRUM KINGDOM 

^jfi 
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A Message from Dad 


Remember the father in St Heim tv ho wanted you to pass 
a loving word on to his son? Well, said son Mark can 
be found hanging out in the Port Out of appreciation for 
your message; lie'll give you a couple PofF Nuts. 

An Encounter with Hemble 

The further you wind into Cyrum, you 31 eventually 
co iti c to the bazaar. Now, you've probably heard a 
few things about a bloke called Hemble. If you 
•amble up to this fellow Ihes the one in die bona 
cap standing in front of a tenti Elena by your side; 
i: you'll get co come inside and shoot the breeze, pad¬ 
dle some palare back and forth. What's the benefit 
of this? Some excellent pilferings. Hemble has one 
eye on Skye, and Ryudo in hand when a test of 
strength suddenly gets pulled to the table! 11 le game 
is arm-wrestling, and here's how it works. Pressing 
Rl adds Power, but takes away Endurance, which 
you can rebuild by pushing X — but at what cost 0 
The cost of your Power: '’give' gives way to take. 

As Hemble will explain, you can t do both simulta- 
y neons! y, You II definitely win the first round, but 
you re going to want to return for the real darling 
prizes. Step outside of the tent, and Elena will 
express interest in having a rest, and maybe some¬ 
thing to drink, Ryudo is so intent on obsequiously 
doting on Elena that you cant say inoro than a few 
woi-ds to anyone until you hit that drink stand... but 
put that off for a moment and return to Hemble. 

The trick in bearing him and winning his treasures 
> is to always get his arm on your side; its a down¬ 
hill battle from there. Don t mash down on Rl; 
you've got to be delicate on die trigger — use your 
left hand on the trigger and your right to rapid-press 
X as necessary. E you push Rl just the right wav, 
you'll experience instances where your Endurance will 
increase or even stay level for a few seconds with 
your Power holding steady, giving you a definite 
edge; As such, watch the meters and always keep 
your Power bar filled greater than his to overpower 
his strength. You can retry indefinitely. 


Smiling for Fishies 

Go to the fish- stand, and win a Potf 
Nut by "smiling" at die fish — of 
course you 11 need co talk to the Ikde 
girl at the beginning of the bazaar to 
learn so fierce a strategy before It can j 
be executed. Ryudo s totally inept at 
the game, but if you go with 
and let her give it a try, you II catch . 
one and get a Poff Nut, Millenias a : 
born natural at the game, and lotting ; 
her flash a grin will also result in nab¬ 
bing another Poff Nut, 


This Tittle girls advice an fish 
is not necessarily to ic dirown 
back Into the water.,. 


That Is Some Fresh Juice 

At the juice stand, pick the fourdj * 
drink, which is represented by a blank g 
space. It's Gy rum Palm Juice, and when h 
you bring it back, you II find it ishf 
Elena you're presenting it to anymore. 


Prizes from Hemble 

1. Revival Gem 

2. Hero's Elixir 

3. Silver Freeze 

4. Co!d Feather 

5. Glass Slippers 


Punting to the Castle 


Walk to near the entrance of the 
bazaar to watch the Mau troupe 
perform. Roan and Marcg will 
resurface, and you 11 learn about 
the trouble in the castle that makes 
your immediate presence there so 
imperative. Speak to the guard near 
the boat, and climb aboard. It s off 
to the Castle now. 
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CYRtlM CASTLE 


Storming the Castle 

The door around the side 
is locked, so just go along' 
with what Paulk says and 
drop down the hatch* 
You've got a dungeon-Ievd 
to trawl through before 
making it to die royal 
chambers* 


1 

CYRUM CASTLE 


See Cairo? Give him three Poff Nuts and hell 
light up and attach 

h i i 

■ or. R \ 1": j ■ •■• 

I nr.kts {it: rmr rice 

Iflg^M i!!..‘iK'i . t m 
Iky calls : 11 

I TherJVav. if voii 

mUm don't have enough 

Poff Nuts, 
sweat missing this 

trick. Trudging 

through damp sub- 

Cymrtc Carro on flips, 
you've found the sec- 
ond and final use for 

I Poff Nuts in the 

’Wm 

entire game. 


SKULL SNAIL 
^ LV: 27 HP: 020 
i fflkW MP: 130 SP: 110 

Dcf: 169 Mov: 51 Act. 73 
Mag Def: 144 

XPi 30 SC £5 MC 46 CP: IS 
Weak vs. Fire. Strong vs. Ice 
ITEMS 

Icefang Stone Bone Harp 


ALSO APPEARING HERE: 
Chameleon 
(ax page 35) 

Dragonoid 
(see page 40) 


3 2100C 
3| lightning Tbia 
4| Plectrum Stone 
5) Silver Feather 
# 700G 
JJp Magical Brace 





































Simply put, you'll want to push die box to crass over the 
waterway. 

The Cogs Behind the Seams 

Some involved lever pulling here. Basically whenever you 
» see the mechanism jutting up from the ground, give it a 
pull with X to make water rise and your pathways acces¬ 
sible. Eventually you’ll spot one on a precipice whose lad¬ 
der allows no shimmying, as its been twisted to pieces, so 
you II have to come around and backtrack around and 
behind to get at it, which should only take a few sec¬ 
onds. Pull it to raise the water- level, which makes the big 
1; cogs turn, opening the gate to die upstairs. If Cano came 
’ along for the ride, hell scurry back into the hole before 
T you exit this area. 


Now that you've emerged upstairs, head on in to the room on the right after you've restored and saved. There you'll meet 
sagely old Menory who will due you in on some of the doomv bodings of recent events. From there, check out the lobby* 
then head to the kings chambers to die left of the throne room and talk to the old monarch. Some explosive events are 

about to occur, with Roan now r deeming it apropo to explain 
at diis point why die Cyrumeans refer to themselves, most per* 
plexingly, as "the People of Darkness." This all said and done, 
go downstairs and through the unlocked gates. The underground 
canals weren’t the casdes only subterranean secret... 




















Productivity in the Plant 

Welcome to the Underground flS 

Plant, appropriately named and , a . 

appropriately colored. The first _ ^ 

area is a relatively easy affair. 

Just wind further through its 
walled off sectors until you come 
across a console from which juts 
a heavy switch. Pull it down with 
X to make the long rollers tum¬ 
ble into position and create a m|H| 

crosswalk for your party to navi- :|U|jF| SI 

irate to the exit. iUQjuUj| 


UNDERGROUND PLANT 1 


Pipe Nightmares 


Area 2 consists of a twisting network 
of pipes over which you 11 have to scram 
and use to loop around — just follow 
the map. The mauve-maroon ones are 
all you have to worry about: the blue 
ones are just background dressing and 
are inaccessible. Map or not, though, if 
you happen to lose your bearing just 
follow r the arrows painted on the pipes 
to get a general idea of where to go. 


WARP WARRIOR 
LV: 27 HP: 850 


Weak vs. Earth, Strong vs. Fire 
ITEMS 

Moyc Blessing Dark Ring 


VEIN BRAIN 
” LV: 28 HP: 800 

♦ MP: 130 SP: 0 

Drf: 153 Mov: 80 Ate 116 

Mag Def: 106 

XP: 17 SG 8 MC 65 CP: 72 
Weak vs. Fire, Strong vs. Lightning 


i 3 2100c 


Electron Stone 


ALSO APPEARING HERE: 


Def: 194 

Mov; 62 


Ace 78 


Mag Drf: 

136 


XP: 28 SG 59 MG 3 

CP: 41 






























































UNDERGROUND PLANT 2 


The switch in the northeast 
will alternately block and 
unblock the two routes via 
a series of tars. Get the 
700G first then give it a 
flick and get the Paralysis 
Salve before heading to the 
now-open western route. 


To Contra! Room 


UNDERGROUND PLANT 3 


Press this switch, and the 
huge pipe will rotate your 
wav. Cross on over. 


Near the save point in Area 3 you need only 
pass near the westernmost wall to make it slide 
open, revealing a passage Into the Underground 
Factory?; Control Room. 


$_■) Dynamite 
10 Revival Gem 


2I00C 


13 Forbear Necklace 


I(j 21Q0G 


IS' Fine Broadsword 


m Flame Stone 
2Q Miracle Elixir 


2$ Holy Wound Salve 


2100G 
Warp Shoes 


























From 
Area 3 


CONTROL ROOM 






Head to the King's Room once back inside the casde. Words will fly, passions wiU run 
high: here at the heart of the matter wafts die infamous stink thats teen making Marcgs 
blood boil You'll be forced to fight Mclfice, but nothing you do can advance your party 
into the triumph of victory. 

You just need to stay alive 
here, attacking and healing, 
until this most disagreeable of 
siblings unleashes his final 
attack, the Vailing Soul 
Slash. Its a tour-de-force of 
death. The smell of "defeat* 
will now linger in the air. 




BODY 

LV: 35 HP: 140(H) 
XP: 1000 SC 2400 
MG 1200 CP: 0 

RIGHT ARM.HP: WH) 

XP; It SO 0 MC: 0 CP: HOC) 

LEFT ARM.HP: 9000 

XP (t SO (t MC: 0 CP 2100 


VALMARS 

CLAW 


Another piece of V:ibuiL sure cnoiigii. 
Let nor js difficult n- die Eye. While 
[litres :K) need ioi any hardcore rait>- 
hcaling* to Le per into effect on every 
turn, you'll -rill want to Watch out i or 
’sprab of dre bigger attacks like the 
jTiuin tod 1 - tail Piercer* or die terribly 
unclean Avenging Claw which will 
a party monitor to bits. Gul liter 
these dtath-attunpes with castings of 
Quake or Tittnor to reduce this Chw- 
thing to nioi'c of a hangnail HP-wUc, 
But don't undcrcstbnatc its last-hurrah 
tactic in the way of die Infernal Sigh: 
tills can '.trike wwei’al party mcnobcr-. at 
once... but dntc it-, pretty weak, you 
probal.lv can still go on underestimating 
if vuu feel so inclined. Towards the 
end just use simple Critical attacks to 
caned, You'!! recchc tin- Mana Insignia 
from die Right Arm. and the Book of 
Gales from the bodv piotjei. 


Exit out the castle 
lobby's front door to 
get back to town. 
Hanging around out¬ 
side is the glaze-eyed 
Automaton you met 
in the Plant. It turns 
out her name is Tb; 
you 11 be even further 
acquainted in time, as 
she joins up with 
your party at that 
instant. Return to 
the Inn for a charm¬ 
ing series of intro¬ 
ductions with Ginndia 
77s latest and fml 
party member. 
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Before you ship off with the un surly Captain Bakala, you should 
travel to the St. Heim Papal State and to Mimmu for some new 
conversation with die locals, as (with die exception of St Heim)* 
you shall never return. You can spend die night in St Heim 
for another charming Tb discussion, diis time about having a 
heart," and again in Mimmu to find out "how change is good. 




Ready to set sail? Then ahoy, children of the 
world! Stock up on Electmm Stones if you can (a 
man in the harbor is right on giving this advice)* 
because water-based creatures, quite sensibly* are 
scared pellet-less of lightning. Then talk to Bakala 
and hit the high — very high - seas. 




























CRIMSON CLAW 


SCALY WARRIOR 


Drf: 178 Mow 100 Ace 87 
Mag Drf: 118 

XR 35 SC 20 MO 32 CP: 18 
Weak vs. Lightning/Ice. 

Strong vs. Fire 
ITEMS 

Dynamite Pretty Bracelet 


LV: 30 HP: 1160 
MR 0 SR 230 

Drf: 185 Mow 41 Ace 103 

Mag Drf: 124 

XR 45 SC 51 MO 23 CR 93 
Weak va. Lightning 
ITEMS 

Holy Wound Seed of Moves 
Salve 


CECEELE REEF, POINT 


All's Calm on a Clean Beach 

Ceceile Reef is a beautiful stop and one well made 
— all gently lapping waves* harmonious bird twit¬ 
ters, and fresh salty air. But soon enough while 
exploring its resources, you!! notice interesting pearl- 
shaped forms a short way down die path. Probably 
nothing to get worried about, right" Sure. The 
paity will set up a nice camp in the area, which 
affords everyone brief respite on stable ground, and 
Rvudo the opportunity to find Elena and enjoy 
a heartfelt interlude. 


Foiled Again! Bah! 

An interlude that will be sorely interrupted by vet another mon¬ 
ster-attack ambush. This time it will be a couple of dirty 
Crimson Claws* The only strategy here is zo kill them in your 
favorite manner. Afterwards, you 11 find that the tide is high, 
a dean path back to the ship temporarily eradicated. You II have 
to move on, in the opposite direction, and spiral all the way 
around the Reef. 


LV: 30 HR 1230 
MP: 0 SR 170 

Dcf; ?>J2 Mow 71 Act: 92 

Mag Def: 108 

XR 31 SG 41 MG 28 GR 65 
V/eik v& Lightning, Strong vs. Earth 
FFLMS 

Patience Nut Blearing Scroll 


FLAME TOAD 


LV: 30 HR 940 
MR 0 SR 0 






























Watch it -- those fikhv Crimson I 

Claws will spring out from their ne c -r 

holes at the beginning of Area I, S 

down onto your head in true Gmndia- 

trustacean fashion. Once you find the Dragonfly Slayer for M; 
their ranks n flanks: this axe can do between 380 and 65(1 
shell. Alternate between this weapon and his regular axe as 
couple seconds, but it makes sense since you 11 w r ant to get t 
possible, due to the sheer number, J 


4| Scroll of Alhcal 

A Flame Shoes 
Flame Bandana 
Fbme Armor 


(ft 1000G 


3Q0QG 


to Garal NctkJace 


13 Mcrmaki Harp 




























CRIMSON 

TAIL 


CRIMSON TAIL (xZ) 
LV: 36 HP: 9800 
XP: 290 SG 1200 
MG 300 CP: 1000 

(AIJ figures aarrespcwiil to one 
Crimson Tail and do nut rep¬ 
resent the total between the 


Not an easy battle, hut likewise not 
an impossible one. Remember the 
rid vice given to you before leaving 
Gym in, and use the Electiuin Stone 
you should have picked up on the 
way to tins light Continue the 
electric theme with Ryudo s Purple 
Lightning, which can exact almost 
£0001 IP of damage onto one of 
these emst-tnongers. Their Scissors 
Storm ran do a very undesirable 
amount of damage back at you, 
but just cancel it if you see ir aim¬ 
ing. Pi nidi up (or start tilings off, 
if yond rather I with Elenas White 
Apocalypse, The treasure here is 
the magic-packeil Soul Egg. 


The little: realm of bumpy, half-submerged ground in Area 
2 holds the Lullaby Staff and the Coral Necklace. You 
need to say "yes" to this equipment, and no to the sand- 
caked monsters hopping around nearby. 


. 


Break our the shallot^ 'ca u se 
this savory Hah” k going on 
r he bibachi! 


Return to the Point to reteam with a rather cavalier 
Captain Bakala. You've come full circle, and now its time 
to depart,, and to learn why "she" is called the 50/50. 
















llolv Vound Salve.,., 


4500C 

WKHX 

680(X 


Fine Biriadsw 'timi 


Healing Fruit 


Sword of MikaikL*, 


Scroll of AlheuL 


Silver Flail 


7400C 


DirailBovv 


Poison Antidote, 


Paralysis Salve, 


wo<x 
mim 
32CMX 

mm 

X 

mm 

1500G 


Mithril Dress 


Purifying Herb 


Warrior Mail 


Fortes Recdpipic 


VtactifY Bandana 


Smelling Salts, 


ilittle Helm 


Move Blessing. 


Magic Blessing, 


Warnor Legging; 


Yomis Elixir 


] ataman 


Grail Emit, 


Crescent Jade 


Makiitahi, 


Dynamite. 


Silence Lute. 


i 


X 

X 

X 

X 

4C 

4C 

X 

[X 

fX 

5<X 

(X 

(X 

(X 

(X 

IX 

X 
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SHF 


zmiM ¥iMftQl 
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Ambivalent Homecoming 

From the moment you step foot into Garlan, its apparent 
that this is a dusky, cozy little cove of a village. What 
isn't apparent (until you speak to the first town sperson} is 
the animosity that sits so at odds with the town s wel¬ 
coming ambience. Once the Village Chief confronts Ryudo, 
things are made quite dear 
that your party s presence 
is simply not wanted. 


G ARLAN VILLAGE 


























































Have a chat with everyone 
around, to soak up all those 
acrimonious vibes, then talk to 
Gatta (ex-best-friend turned 
number one Rvudo nay-sayer) 
and the Chief. In the north¬ 
west sits :in old boarded-up 
structure that was once home 
to a younger, more rambunc¬ 
tious Rvudo. Mareg will take 
Tb to die Inn and leave you 
and Elena alone for some 
somber-rime and another dis¬ 
tasteful brush with Catta. Once 
things simmer down, read the 
epitaphs in the graveyard to 
get a sense of the history of 
both the village and Ryudo. 


Return to die Inn, where 4j 
you 11 reconvene with Mareg S 
and Tio. Shortly after rest¬ 
ing you'll find out that you ^ 
need to head to Grail 
Mountain; this location and ^ 
Gar Ian are the only spots to tfj 
visit on this tiny isle, js® 
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MOUNTAIN ROAD 1 


Grave Architecture 

Push the main gravestone here 
to cause the river level to drop 
and allow you to walk on over 
the gully. 


The Double Moon k a must-have foe 
Tio- if her Attack level is ever to 
increase. 


MAN-EATING TREE 

.£ LV: 31 HP: 1340 
MR 0 SR 140 

Def: 240 Mov: 72 Ace 76 
Mag Dtf: 82 

XR 54 SO 63 MO 51 GR 70 
Weak vs. Fire 
ITEMS 

Healing Incense Divine Talisman 


CLAY HERD 
LV: 32 HP: 1800 
- *-1 MR ,40 SR 150 

DeF: 221 Movi 79 Act: 101 

Mag Def: 133 

XR 72 SG 89 MO 127 GR 119 
Weak Wind, Strong vs, Earth 
ITEMS 

Scattering Stone Silva* Feather 


PIT VIPER 
LV: 32 HR 1080 
MR 0 SR 0 

Def: L97 Nfor. 101 Ace 96 
Mag Def: 122 

XR 52 SC 45 MC 47 GR 47 
Weak vs. Earth, Strong vs. Fire 
TEEMS 

Purifying Herb Red Goblin 

Toad 


Makibishi 


3 30000 


ALSO APPEARING HERE; 
Crimson Claw 
(sec page 49) 

Flame Toad 
(see page 49) 


4| Double Moon 


Mars Talisman 


7| Potion of Azure 


IQ 100QG 
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MOUNTAIN ROAD 2 



SHRINE SQUARE 


I From Area 3 


SHRINE 




They Are Man Eaters 


The Man-Eating Tree can be quite an unpalatable speci¬ 
men. Needless to say, fire works quite well in killing these 
things off before they re able to do any real damage (cf 
the detestable Apple Hurl attack, which is a big and 
unpleasant hitter). Much of the time when you encounter 
these Trees you II find that their positions are quite dis¬ 
persed, prohibiting a kill-em-ail single casting of Burnflame. 
If this is the case, have the first party member up to bat cast Gravity to bring them 
close, then burn them up with the aforementioned Burnflame, or even two Dynamites. 


From Shrine Square I 


MOUNTAIN ROAD 3 


/3 Grail Fruit 

Flame Shoe 
m Flame Bandam 
Flame Armor 




Purple muck makes the 
going slow,., and opens you 
up to easy enemy surprise 
attacks. 




The steam will 
blast you, so 
check yourself! 
Not too thor¬ 
oughly, though, . 
as the damage is 
minimal at best, 


Push the graves 
in the northwest 
to make the 
river sludge 
lower and cross’: * 
the ruins of die 
broken bridge to 
the other side. 




















MELFICE 


BODY 

LV: 40 HP: I m*) 
XP IB(M> SC 3600 
MG 1800 CP: 0 
svnkll. HP IW<M> 

XI': O SG 0 MG 0 C,V 0 

R FCFNFR ATOR..HP; 13000 
XP: 0 5G 0 MG; 0 CP: <> 


f irst ni l. osr iFit GoM Firtihn- von just 
KhmhI tu i-ii'J. cvriyoEU - AC.r level. TViJtOVi 
up with Whin ■VjnH-.iIvf.’t* litiru I'.Ln.i, 
wltiFt Wiu pm wo praplr on ills duly of 
Motor# Mfkiiki — s'mi'H U an 

umIk’-iFeIiv iimrHinl uf da mage rn max' 
nmmciUi. And tk.it- Himm Mdtiiv [jer- 
IVtiii.. nicirc tVnwn !!md< sLidti- rl'um mi 
ivm hdic a •‘tick at. wkir with lik mcnd- 
iE Fl- libiltfs. m I Lux thmupji ifm IP 
St i Jmv him down Tl- rtl 1 l n'n'i, -iiid um- 
Soatn to countmtt his nimv W.m! 
Si night Onuif.cs At taik- dii 0 tlamnp.x to fii- 
Swrtfd (which, ntlimvi^ voti ihoiild m m 
r.iki our ASA Pi fur tf Alight L- lust, m 
htjck ttv ■-m J h .i tiixtii; on the R 
i mu it gcti tew. Hi- hip, irivh i ill* Evil 
Mnrn ,AitEfcck hrliidt will do RMKl HP id 
eLiiivijv m alt riwmt'J.T.J! ‘Hir. in minwI. am- 
o f him :v- nuiefi i ■ vtna ran fmviilti the end- 
Thf Sword wUf -.live up itarfl 1*1 the 
Makm Valfcorg. fm nr^iirv, flu 
ihr BunJt of Swords, md 
Mdfitac da -n.u-i.nnc Sou! of Asura Iwhidi 
■■iiv; rlic wtai'ci two cstf'ra GiumLi attsu.'kd. 


After ail the events play out, 
Gatta will try to make peace 
by giving Ryudo the "Friends 
Necklace." lAwwJ Spend the 
night in the Inn to learn 
about the love of family, 
then sail off for the 
Continent of Arachna. 


SLakkJ* 


And the fury of the Demon Horde Slash! 


These purple vines seem to look sturdy enough... until a 
few steps over on two of them, and a bunch of chunks 
break off into the chasm. Don't worry, you'll go unharmed 
[as the remaining pieces stay strangely stiff), but your route 
will be detoured, if only by a few seconds. 


Once in the mysteriously 
vacant Shrine Square, enter 
the edifice of its namesake, 
the Shrine, Had a good 
look* Confused, perhaps* 

Right then, now leave the 
Shrine... and you 11 spot 
Melfice. Had a good look* 

Still confused? Chase him 
into Area: 3! The showdown begins now. 


Face die ivratf of the Evil Han! 


PLATEAU OF MEMORIES 


40* 
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ALSO APPEARING HERE 
Scaly Warrior 
(sec page 40] 

Flame Toad 
[sec page 49) 


To 


Area 


- - - 




GIGA MANTIS 

\ LV: 34 HP: 1460 
MP: 0 SP: 0 

Drf: 218 Mov: 80 Ace 88 
Mag Dcf: 102 

XP: 42 SG 49 MG 16 GP: 53 
Weak Vi Earth, Strong vs. Lightning 
FILMS 

Healing Fruit Diagpn Bone 

Hdm 


GHOSS FOREST WEST 1 


Let’s Get Organic! 

pfeoss Forest is a land 
that is very green*,, and 
very magical One of 
) the first things yon 11 
notice is how much 
( you're able to interact 
with the envirorurient... 
or, perhaps I should say, how much the environment is able to Interact with you. 
^ Moments after stepping 'off the beach, you'll come to a stream that seems uncross- 
able. That is, until the toothy flower on the other side bears down to form a bridge. 
You'll want to get out of its landing zone before this occurs, lest you get thwacked* 




Bpf you find your way 
blocked by a large 
orange leaf gate, dont 
just stand there and 
take inertia for an 
l answer press X to fold 
p$ack die gate and pro- 
ceod through. 


Your SC should be massive after the last 
trek through Grail Mountain. If you ve 
got such a huge SC reserve in tow, its T 
time to- think about powering up. Max 
out the new 'Strength Up skill available 
to you from the Book of Swonds dropped^ 
by Melfice's Regenerator, and equip it to j 
whomever could use a muscular boost-up. : 






























m k»oc 

(ft Ifivinc Talisman 
Quake Stone 
Of Super Mogay Bomb 
i) Baobab Fruit 


There's a Baobab Fruit 
inside one of the flowers 
to the south. These are 
extremely helpful, restoring 
huge dosages of SP at a 
time. 


Don t twist and turn your 
viewpoint to diverge too 
much from the position of 
the map on the page. Its 
easy to lose place among 
all of these vines. 
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GHOSS FOREST VEST 2 


Step on the petals near the base of the big red flowers, 
and the upper portion should flop open, creating a sort of 
bloom bridge. Scurry around and to the top, and run across 
with much ease and glee. 








and 


i lower 


will 


bum 




tarnish 


current 


your 


chat 


Oh 


As 


level 


yes 


will 


m 




weren t enou 
son whoever 
gets in its fl 


party 


youi 




path 


t H-aJ 


u 




















To Nanan Spring 


SHOP 


From Nanan Village 


NANAN SPRING 


NANAN 


Wooden, It Be Nice 

With Nanan, you'll have seen the hometown of each member 
of vouv party (with die exception of Tio, who cant really lay 
claim to any earthly neighborhood). This tribal settlement of 
beautifully carved wood and totemic architecture provides the 
first completely thorough rest from battling the more Ferocious 
elements of nature. 


The Sites to See 

You need to get the Village Elders 
permission before you can get past 
Vag guarding this hut. There $ no 
hurry to explore whats behind this 
door just yet, in any case. Check out 
the tranquil Nanan Spring, where lovers 
go to frolic, and the exquisitely craft¬ 
ed weaving hut. The hut and the 
windmill share their space with a tur¬ 
tle-shaped worm and a Few Huge 
Caterpillars respectively. Such harmony! 




r^Hinni ■fc.K^mi.i Tr* tld*' 

I .nl uimtk'.n nnlv I, >K>.iSa ki art 


400C 


I haling Incense-.* 
Poison Antidote.. 
Paralysis Salve,.., 
Purifying lleih... 
r fortes Reedpipc 
Smelling Salts 
Blessing Scroll.. 


* * W E A P O N S 

Silence Sword. Si 

Golden Flail.81 

Bardiche.. SH 

* * A R M O R 

Dragon Vest....9; 

Red Fur Coat,.9! 

Of. tgonsadc Mail,__9 ; 

Azure Run ate . A 

I )i:tgoii Banc 1 Iclti i.— 4 1 

Rattle Roots.,,.I 

Plague Charm... 1 


JHOC 

500G 


Vacancy.. 

Yarns $ Elixir,,... 

Raubnl I rutL,,,,,„, 

Dvnumitc....,,.. 

Rul Goblin Toad.. 
Muscle Mushroom, 
Guard Mushroom,,. 
S[xtxl Mushroom, 
Runner Mushioom. 


Mol) Wound Sahc, 

Healing Fruit,. 

St roll of Alhuil_ 



















































Head to the spring. After 
Elena leaves, follow her inside 
for a surprise — MUlenia. 
Then leave tow n once you re 
ready, but remember to equip 
the Bloody Saucer on Tio 
first, and spend the night at 
the Inn, where the eating 
motif continues with some 
beiiies that taste differently to 


each person who eats them. 


Co to die feast, talk vour way around the circle, and find 
out about silver vine addiction. Then talk to The Eider. 
Elena will ring her song, which is followed by the eupho¬ 
nious Beast-Man hymn. If you straggle into the Elders 
Hut you can read the translation of dieir song by exam¬ 
ining some of the items in the room. 


Trial by Not 

When you've sufficiently explored Hanan, go see The Eider 
in his hut. (During this audience, you 11 note the charmingly 
rustic mini-SkulI Snail lamp on the table.) After conversing, 
The Elder will lead Ryudo and Elena over to the hut guard¬ 
ed by Wag mentioned earlier. There you 11 have to enter the 
Forbidden Room, as its called, and have a few' words with 
this Wag — but then the excitement begins. Get the Walnuts 
of Light to open the Door of Blessings, per the instructions 
on the stone tablets inscription. A sort of trial by nut will 
begin in which you'll have to rush From opening to opening 
to grab the nuts from the pillars that raise up and dowry 
snatching as many as you can before the rime runs out Use 
the directional pad to move (as opposed to the analog pad, so 
you don't pass over the middle opening, should that be your 
goal], and press X to grab the nuts. Then proceed back to 
the main passage and give vour nut-horde to the Cano to 
receive the valuable Hut of light. Once you step outside, the 
Elder will present you with the Ring of Guarding. You can 
keep returning: die first rime you need at least four nuts, the 
second at least eight, etc., and you II keep winning prizes. 
Note: the purple dollop that falls will freeze you up for a 
time, so try not to get caught bv it... though avoiding it 
once its headed for you is well on impossible. The Miracle 
Scales and the Book of War are the greatest treasures you 
can walk away with from tins game. 


Visit 

Nuts Needed 

Prize 

First 

4 nuts 

Bloody Saucer 

Second 

S nuts 

Miracle Scales 

Third 

12 nuts 

Platinum Feather 

Fourth 

16 nuts 

Book of War 

Fifth 

20 nuts 

Healing Fruit 

Sixth 

24 nuts 

Baobab Fruit 


Lurid Words Round the Fine 


Wrap Up the Memories 


































GHOSS EQRESiTr 


Ghoss Redux 


Sister forest to Ghoss West, Ghoss 
East is the slightly more difficult 
area whose first open clearing is pos¬ 
itively teeming with monsters* 
Eliminate them fast with mass 
destruction spells *• and fastest here 
is most preferable, because their sheer 
number makes them incredibly annoy¬ 
ing. Then return to the save point 
and recover* Shortly after that clear¬ 
ing you 11 realize there is some sticky 
mud to be navigated. As with all 
mud patches that have slowed your 
progress down to a dull trudge 
through the course of die game, 
watch von don t become easy prey for 
nearby monsters potential surprise 
attacks. 


FENNY BIRD 


Silver Feather 


ALSO APPEARING HERE 
Man-Eating Tree 
(see page 54) 


(see pa ge 54 ) 
Giga Mantis 
(sec page 57) 


MXXJG 


2$ Makibisl 


3 3000G 


4$ Double Moon 


m Mats Talisman 



























■jj Baobab Fmk 
Seed of Spells 
() fled Goblin Toad 
f() Dragon Seales 
// Seed of Running 

12 Runner Mushroom 

13 Vaccine 

}$ 3000C 

B l(K)OG 

IQ 3000C 

// IOOOC 
/$ Speed Much room 
IQ Black Belt 









rr 




V 




the *mm 




START 


DESERT DIVER 

V LV: 37 HP: 1300 

>li Mi* MP: 0 SP: 250 

Def: 173 Mov: fit) Ace 90 
Mag Dtf: 127 

XR 56 SC 58 MG 44 GP: 126 
Weak vs. Wind, 

Strong vs. Fire and Earth 

rrEMS 

Vaccine Revival Cem 

AUSO APPEARING HERR 
Giga Manas 
{see page 57) 

Fenny Bird 
(see page 61) 


To Area 2 


THE GREAT RJPT 1 


* m 


Trap Falls Under Feet 

The Great Rift is not a hor¬ 
ribly difficult area to find 
your way out of (main direc¬ 
tion = down] but you'll find 
that in certain instances you II 
have to backtrack by climbing 
up and down ladders and also 

jumping like you ve never jumped before... but not quite enough to make it ^ to the very bottom in a single bound. Pay 
close attention to the map to see exactly where the "traps arc located. By trap, I mean the occasional rock terrace that 
will most unceremoniously give out from beneath your feet. They can be avoided if you scoot snugly against the wall; oth¬ 
erwise, you re going to have to backtrack and waste time. 


m 























the GREAT RIFT 3 


make it toll Overcome voui' obstacles with confidence and der¬ 
ring-do! A ditch Further down the Rift will require two boul¬ 
ders, and that means pushing one then backtracking for the 
other. You'll note and come to curse, Ties speed in climbing 
down the ladders during such instances. Speaking of whom, it 
doesn't matter if you pick up the Discus for her or not, unless 
you plan on selling it; its not as strong as the Bloody Saucer 
you should have won in Nanam But since its effective 
. against bugs and crustaceans, you may want to keep it 
& on hand for encounters with Giga Mantises, 


Done be afraid to use 
your Sky Dragon Slash 
to take out the Fenny 
Birds near the end of 
Area 2 — youwe always 
got the save point to 
restore at nearby. 


13 1200c 

14 Energy Ring 
















Demon's Tc 


3$ Hero's Elixir 


Exorcism Bow 


Halo Amior 


Mystic Potion 




LECK 
CUARDER 


fcg .4 0j3& 

Mlkfr'M&j+i 


LV: 42 HP: 15000 
XP: 400 SC 1250 
MG 0 GPi 0 

S N O W L E Ol’ARD 

(x2).. mm 

XP: 150......SG 175 

MG Hit)......CP: 150 


Use fire on die Snow Leopards and 
ice on the Leek. G milder, basically. 
Besides this strategy, strut off with 
WI lice Apocalypse — there s a save 
point nearly you can use to revive 
die SP, so done harbor any guilt 
over blowing your frugality-carly-in- 
a-dungcon-strcak, The Gu aiders 
Buster Horn will take off J200HP 
ot damage or dttffCaboigs and 
Move Block its target, sc* try and 
caned that move if it appears in his 
status display. Instead of dicing 
these creatures up with the Sky 
Blade Skdi, you can try the 
Living Tenseiken as it works just 
as well for more than half the SB 
loss. The Icefang Stone and Inferno 
Battleax will be vour rewards. 








Unseemly Jurisdiction 

Welcome to Demons Law, home (where the heart bat) of 
Tig, in a sense. Scoot through the west and east openings 
shortly after entering to grab some gold and a nice cache 
of goods like the Phoenix Hat. Then use die stairs to 
progress towards the mechanistic corn. Going through 
Demon s Law is like running a gauntlet of bosses, but only, 
like, a gauntlet of three. Don t worry, none of the fights 
are that Lone-breaking, 


DEMON'S LAW 
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Doubling Up 


You can double up on the Skills tie, two Life 
Ups, Z Strengths) to really max our. Now that 
you re in possession of so many Books, it may be 
a good idea ro start looking into this plan to com¬ 
pensate for any party member who may still be • 
weaker than the others, like I io. 


Heroes Only Ingest*. Heros Elixir 


CONTRO L ROOM 


The Hero's Elixir is not to be missed. This item 
not only revives characters, it also bestows a ’5 
to all of their levels. If you massed this during; 
the Arm Wrestling escapade with Bauble, hercs 
another opportunity to snag one. 


The 

Panel-Pushing 

Method 

Pressing down all 
of the red posts 
will light up the 
yellow door and let 
you through* Be 
sure to shuffle 
past the robo- 
cougars (or whatev¬ 
er they may be.., 
the key here is 
just to accept that 
pow-pow power 
makes them go) 
that happen to be 
puttering by with¬ 
out making con¬ 
tact. .. there s some 
aspect to their 
form that can 
cause minor dam¬ 
age* 


NACA QUEEN 1x2] 
LV: 43 HP: 12500 
XP: 375 SG 0 
MG 640 GP: 800 

[All figures correspond to one 
Nags, Queen and do not rep¬ 
resent the total between the 


NAGA 

QUEEN 


Unload an arsenal of Quake and 
Tremor, or any of the earth-based 
stones, versus the: Naga Queens. 
Also of use is a good casting ot 
GadZap to make the pairs HP 
recoil and recoil again. Generally 
speaking, tbougk the Naga Queens 
arc pretty weak customers whom 
you'll It able to finish in no time 
flat. As a reward, you I! receive the 
Star Egg. Make vour way back to 
the save }K>int and recover after 
each fight* BZZZZZZZZZZZZT! 


































LV: 43 HP: 30000 
MP: 190 SP: 165 
Ekf; 274 Mov: 196 Act: 282 
Mag Def: 168 
XP; 900 SG 4000 
MG 4000 GP: 0 


Ijook familial? Tio Clone has 
quite a few dastardly tricks up 
her flared sleeves. Among these 
include a propensity for silencing 
vour spells with Magic Blocks, 
and sending your IP position 
waaay lack with her Lotus 
Flower move. Always have one 
person casting AI healer, but the 
best defensive advice to impart 
here would simp] v be stressing 
the importance of slowing her 
down by wrecking ha IP with 
moves or even flinging 
Exhaustion Kuts. For your 
efforts, you 13 receive the BaJor 
for Tio. Man, woukln t it be 
tasty if Too 1 let self was porting 
30.000 HP? Alas, 




BOSS 


TIO 

CLONE 


K' * 








Watch out for those laser beams! You'U have to pause and 
wait for the energy to dissipate before you can hurry 
through,, and then pausc : again for the next one: repeat as 
necessary. 


When the Tio Clone is deactivated, walk up to the con¬ 
sole and destroy It, Now exit the compound and go 
through the opening that leads to The Great Rift 4, 
which, as it turns out, is really just a small precipice. But 
there are big things ahead. Like, really big things just 
ahead. 
















Valmars Body is exactly what 
you'd expect from the interior of 
a demonic godi a horrid, malig¬ 
nant fortress of cess infested with 
parasites of all shapes and sizes. 
This being s and the others inside 
him, holds you as the least wel¬ 
come parasite of all, intruder to 
the nest, and they aren't going to 
play congenial host Watch out 


POINT OF ENTRY 


6* Silence Lute 
7 Magical Medicine 
$ 1500C 

Gold Feather 
aP Bonds of Trust 
Rainbow Hi-Heds 
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Beware the Tarantula's plague net. The plague 
will devastate its host 5 existence, consecutively 
shaving huge chunks away from the HP of the 
infected. It will also periodically bestow status 
abnormalities like sleep, move block, and a com¬ 
plete set of "Negative Effect Greatest Hits" 
- onto its victim, Woe betide the plague-ridden! 


Sflpl 


The eyeball posts will raise 
or lower the surrounding 
cellular ground-stuff. 

Essentially, once you see 
one of these posts, just push 
it by pressing X, 


Def: 231 Mot: 60 Art: 94 
Mag Def: 116 

XP: 53 SG 94 MG 43 GR 46 
ITEMS 

Panacea Spiderweb 

VENOMOUS LARVA 

Sffi&gy LV: 38 HR 1620 

SsafiS^MK 0 SR 0 

Def: 204 Mot: 52 Art: 85 

Mag Def: 130 

XR 53 SG 94 MC 52 GR 56 
Weak ts. Joe. Strong vs. Kit: 
ITEMS 

Healing Incense Caterpillar Soup 

DINO F R EEZER 

NS LV: 39 HR 1830 

- '* MR 0 SR 240 

Def: 270 Mov: 99 Art 105 
Mag Def: 186 

XR 78 SC 122MC 48 GR 134 
Weak vs. Hrc^ Strang vs. Ice 
ITEMS 

Dvnamite Tundra Battfeax 


sadFv 


Juicy Push 

Once you make your way to the center of the first area, you 11 
see Large translucent blocks that need to be pushed in order to 
clear the path and allow you to progress. Push the first goop- 
tlock I the northwestern-most) to die east (the only direction you 
can), Go north and get the Thor Stone. Now go as far south 
as you’re able rill you reach another goop-block and push it south. 
Now go w est for the 45000, then east - and push the goop- 
block hue to the east. Leave the block to the north go for notv, 
and head south. Get the Panacea and jump across the path. With 
that, the first wave of pushing goop-fclocks comes to an end, and 
you're or. the brink of entering the Vein Passage. 




















The Vein Passage can be tricky. 
This area boasts a highly reflective; 
polished ground surface that looks 
tlirough to another side. If you find 
this at all disorienting* things are. • 
about co get worse once Immune 
Cells and their Brain Bat entourages 
begin to materialize out of nowhere 
a la the Star Mirages in Aim s 
Space. As all the corners in this area. ' 
are very tight* and the rooms very 
SPHERICAL ROOM small, you may not see that you re 
heading into a battle, so keep spry , 
on the LI and RI triggers. One benefit that can come * 
our of these fights is the Binding Circle weapon for Tio, . 
She seems to get all the goods. 


To Spherical Room 
VEIN PASSAGE 

Soon you’ll come across a small "switch orb/ which opens some of the surrounding gates and closes others, Dont flick this 
first one just vet (which well call Switch I — these arc marked with their number by white diamonds on the maps). First 
go through the southeast passage and pick up the Revival Gem. You 11 see on the way that the southwest passage is blocked. 
Now go back up to Switch 1* hit it, and walk into the newly opened passage to the northwest When you get to Switch 
Z go ahead and hit it. Now scamper to die south. Press Switch 3 and go ro the soudieast to pick up die Sages Hat, 
then return, press Switch 3 again* and go southwest, Follow through to the end and hit the final switch here to access die 
mom with the Ninja Clothes. Before you exit the Vein Passage here, make sum you dose off that passage pointing to die 
northeast again first, or you’ll have a gate hindering your way into die Artery Passage in a few moments. 


f§# Pretty Bracelet 
/ / Revival Gem 
fB Sages Hat 


Pretty Bracelet 


Nkya Gothes 
Pretty Bracelet 


Adaman tine Helm 


Pretty Bracelet 
Pretty Necklace 


Fire Gharm 


IMMUNE CELL 
LV: 39 ^ 1540 
MR 0 SR 200 

Def: 215 Mov: 80 Ace H5 
Mag Defi 156 

XR 64 SC 84 MO 41 GR 64 
Weak vs* Wind, Strong vs. Lightning 
ITEMS 

Sympathy Nut Binding Circle 

BRAIN BAT 

; 4 LV: 38 HR 1620 
MR 250 SR 0 

Def: 176 Mov: 80 Act 109 
Mag Def: 236 

XR 60 SC 32 MG 135 CP: 103 
Strong vs. Wind 
ITEMS 

Yomfs Elixir Seed of Spells 
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As you walk into the Spherical 
Room, push the yellow 7 "button 
to make the room go flip. Exit 
in die exact way you came in. 
You'll find yourself in the 
Artery Passage, now on the 
other side of the Vein Passage. 
If you made sure you dosed 
that gate off, you should he 
okay ” in die first room here ' 
the northeastern door will he 
open and the northwestern one- 
CORE shut; this is what you want, 

since the latter leads to a dead 
end. So go through the northeast, and follow through, picking 
up the Pretty Bracelet before you reach Switch 5. Let this 
be, and go southeast to procure the Adamantine Helm. Now 
go tack to die switch, bit it, and go north. You II find Switch 
0; leave it, head northwest for the Pretty Bracelet, come Lack 
to the swatch, and give it a whack. Go northeast. You can 
leave Switch 7 go when you come to it [unless you haven t 
gotten the Pretty Necklace yet). Head through that switch s 
room to the northeast, all die way north. When you come to 
the final switch trigger it and go in die southwest room for 
the Fire Charm, then back and into the northern opening, 
which will take you to the Tentacle Passage. Phew! 


ARTERY PASSAGE 


Back in the Tentacle Passage, pass the first eye¬ 
ball post you see so you can get the Silence 
Lute, chen backtrack and hit it. When the steps 
raise, walk to the east and push the goop-block 

to the west. Now 
go south, and 
push the goop- 
block to the 
south. (It will 
have shifted back 
f rom when you 
last had your 
hands on it) Get 
die treasure to 
the east. Now 
return and go 
north dirough the 
passage cleared by 
that first goop- 
block of this pain 
You can get the 
1500C and the 
Magical Medicine 
here. Now go 
down to the 
southwestern-most 
block and push it 
to die west. Head 
south, jumping as 
necessary. Save 
and head into- the 
Gore! 


BOSS 


wm 


BODY 

LV: 44 HP. 24000 
XP: 1000 SG 0000 
MG 0000 GP 0 

RTENTACLE..... HP: 14000 
XP O SG 0 MG 0 CP: 800 

L. TENTACLE.IIP: 14000 

XI J i O SO 0 MG O CP 4000 


VALMARS 
BODY 

Throughout die entire fight, you 
can direct one member at a time 
to follow through with a Critical 
attack every turn to Caned the 
rather stationary Body, While 
hes not an unduly difficult foe, 
lie docs have one clever strategy 
that can tnuSs your party s hair. 
This would be the "Suck In," 
which, sure enough, will suck 
your party in by a great inhala- 
don-gust to a position near the 
Ixxiv — a set-up for the Tentacles 
to strike the whole lot of you at 
once. Besides the normal slew of 
powerful moves like the Sky 
Dragon Slash and White 
Apocalypse, use: physical attacks 
towards the end and just hack 
away with Combos. The Right 
Tentacle IkA ls the Angel Circle 
and the Body die RdiS Tag, 





















Purifying Herh. 

....... 40C 

forces Rcedpipe.,.. 


Smelling Salt.<. 

.......POC 

Blessing Scroll--- 

.ln(JG 

V acd na ..... uxm. 

.loot; 

Panacea 

.simk: 

Yoinis Elixir,...__ 

.300C 

Butte- Roll...,.... 

.jaOG 

fresh Sandwich..d 

.J(HJC 

Super Mogay Bomb. 

.K HH )G 

Ilolv Ashes... 

. 

Thoi Stone. 

.7S0G 

M v dad Power Nut...... 

.?.!)G 

Patience Nut..... 

.?,0C 

Sympathy Nut..,.,,,,,,., 


Swiftness Nut....... 

.20C 


••WEAPONS** d 

Soul Blade.I4UOOC 


! dest h Staff. .. i . 

. J2000C 

Rune Axe.,,... \ 

...liiSfHJG 

* * A R M O 

R * * 

i : it : Robe. 

...IfiOOOG J 

Priests Hat,.,._ 

.5800C 

\! era dcs Bdt............... 

.fttOOC 

Shogun * Brace.,,.. 

.,..50(KJC 

Relief Tag,... 

...AOilOC 

Healing Ring.... 


Poiw Charm.. 

.250C 

Sleep Chium__ 

.250C 

Confusion Charm... 

... „,250C 

1 kiralyd - Qtarm, 

.1250G 

Move Blessing,,.,,, 

..400C 

Magic Block Charm.,.,, 

.4<)<)C 

* * I T E M 

s * * 

Holy Wound Salve.. 

. me 

Healing Fruit,__ 

,.J(H>C 

Scarlet Potion...,_..... 

.250C 


1 Idling Incense. .#00C 

Potion of Azure....750C 


Here you arc again: though, 
granted, this time circum¬ 
stances are markedly differ¬ 
ent. The townsfolk are being 
massacred, for instance. As 
antithetical to good moral 
sense as it may seem, it s 
beneficial for you and your 
party to first hit the Inn to 
save and the Shop to replen¬ 
ish items and upgrade equip¬ 
ment before you go to help 
out. Since you ve last been 
here, there are quite a leu 
nice things in stock... 


The Grams Knights will turn 
their eyes on you for their 
next kill. Once combat 
ensues, all you need to do is 
give them tine old Sky 
Dragon Slash surprise; and 
their ranks will 
be all but deci¬ 
mated In their 
wake, there’s a 
good chance 
they'll leave 
you the 

Paladin Helm 
and the 

Paladin Armor. 


PASTURES 




SHOP 


R To Area Map 


St HEIM PAP AL STATE 


mmw 



























































Head up to 
the Cathedra] 
as soon as 
you re through 
with the 


Treachery is at 
hand... or 
should I say at 
heart? The 
reason being 
Valina r s Heart 
pulsating over 
your heads. 
This is the 
final component 
of the evil 
god s body,.. 


Sorry, no bread today. The 
townsfolk are being massa¬ 
cred. 


Save outside the library inside of die Cathedral (and take a look through the 
^ new Holy Annals), then go Into the Holy Door. Just follow Zoas trail... 
_ 'n some particularly unholy events are about to pass. Once you ye been wit- 
ness to all of them, head back out to the Pastures on the outskirts of 
town. 


- CRANAS KNIGHT 
LV: 40 HP: 2430 

Def: 2m Mot 45 Arc 104 
Mag Def: 137 

XFi 90 SC ISO MG 0 GP: 200 


ITEMS 


Paladin Helmet Paladin Armor 


VALMARS 

HEART 


'Die same tactics that have been 
serving you well in the past will 
also serve well here. Wind attacks 
go over nicely on the main Heart, 
with bltzzmd- and fire-based 
attacks working well on the Left 
and Right Eyes respectively. The 
main attack w ith width you II 
have to reckon is the Hearts 
Black Fog Spew, It doesn't sound 
too nice, does it? It will knock 
the party up for a con of dam¬ 
age Overall though, what you vc 
seen difficulty-wise and strategy- 
wise: before is the same as w r hat 
you]] get Mien facing this boss. 
Victory should not be too hard 
to claim. The Hearts main body 
leaves bdund the Holy Clothes, 
and the Left Eye will give up the 
Goddess Hi-Heds, 


BODY 

LV: 45 HP: 21000 
XP: 1800 5G 8000 
MG 8000 GPi 0 

LEFT EYE.....HR 13000 
XR 0 SO 0 MG 0 CR 0 

RIGHT EYE.HR 13000 

XP: 0 SC (I MC 0 CR 4500 




































Thor Scone 
Silver Feather 
Demon Ash 


Silver Feather 
Miracle Elixir 
Mystic Veil 

Indigo Potion 




VALMARS MOON 2 


. 




VALMAR’S MOON 1 


So you're on the moon. And, yes, you are 
Elena-less. But take consolation in this one 
certain tiling: that a scan' situation is about 
to get even scarier. Wind through the scarred 
preliminary path (it s twisty, but maintains a 
single route), then drop down into the crater 
to begin - 


your adventure 
in the center 
of the moon. 


















ONSTERS 


Prom Area 2 


EVIL MANEUVER 

v • | LV: 42 HP: 1960 

' . # MP 240 SP 260 

Def: 282 May. 53 Ace 110 
Mag Def: 103 

XP: 105 SG 114 MG 59 GP 32 
ITEMS 

Tbor Slone Seed of Psyche 


_v i 

Jr. LV: 41 HP: 1500 

C “‘ ,4/ MP 0 SP 90 

Dcf: 254 M or. 60 Acc 95 
Mag Def: 128 

XP 70 SG 30 MG 84 GP 68 
ITEMS 

Red Bird Stone Salamander Tail 

NYARMOT 

Sj LV: 41 HP 1670 
MP 0 SP 220 

Def: 235 Mcv: 70 Acc 81 
Mag Dcf: 162 

XP: 81 SG 67 MG 39 GP: 97 
ITEMS 

Tight Drtss Panacea 


SALAMADILE 


To Valmars Womb 


VALMAR'S MOON 3 


In some of die crevices of Area I and 
2’s main tunnels lie Salamadijes, waiting 
to strike. As soon as you re nearby, they 
come rushing out and fighting is almost 
always imminent. At this point you 11 
probably be powerful enough (if you've 
been consistenly engaging in battles) dial 
enemy encounters are no longer a life- 
threatening prospect of doubt and Injury, 
but merely that occasional sort of nuisance. Express your ennui, then, 
in SaUmadile blood. 


Cut through the tendonv 
bands with your sword. (That 
would he "push X," then.) 


> , DRACON KNIGHT 

LV: 42 HP 2130 
MP 60 SP 290 

Def: 315 Mon 95 Acc 124 
Mag Def: 158 

XP 92 SG 98 MG 73 CP 171 
TEEMS 

Dragon Wand Scarlet Potion 


The Lion Boots are just 
about die best boots in the 
game. Equip them, then 
give a hardy roar! You II be 
able to get Maregs hand- 
claws around the best axe 
in the game here — the 
kingly Leo Rex Batdeax. 


/ Moonstone Anwar 



$ Refte Helm 


,3$ Scarlet Potion 


4$ Golden Potion 


$ 2000G 


$ doooc 


7 Scarlet Potion 



8\ 2D0QG 

^ Scattering Stone 
Meteor Scroll 
Moonlight Tram 

























A contraption so nifty it’s almost cute, the glop- 
Jl .shooting device at the end of the main stretch in 


A 

-'• * • * j 


Area l will help you cross the lunar chasm before 
you. Press the button on its one side for it to 

create half a 


EGG 
GUARDIAN 




'< i 




Jg: 

|§p 




5t: 


# A 





bridge; circle around 
to the other side to 
press the button 
that will finish it 
off. A simply won¬ 
derful device! 





The Skv Dragon Slash should take 
care of those buzzing supplementary 
Bits, Jch a victory not long kept, 
however* since the Egg Guardian 
will keep using Demon Summoning 
to make liis little pals revive. 
Therefore; make sure you concen¬ 
trate vour attacks on the Guardian* 
and not so much just on the Bits, 
as they’ll be nearly instantly 
rGpJaced (unless you re able ret pull 
off a cancel and temporarily block 
EGG GUARDIAN t hdr rtsuEcimtion). Oil, tl)C} re ;;«v- 

LV: 48 HP: 28000 ,, :1 || y gnjjt-likc tilings in relation to 

XP: 2000 SC 10000 Home of the games monster but 

MG 10000 CP: 0 rheir Desperate Blow is to be reck¬ 

oned with. The Egg Guardians 

BIT |*4], .HP: 4800 W ailing Sickle will slash all of your 

XV: Q SC: 0 MC: 0 CP: U00 party, bur compared to past Loss 
attacks, it's really nothing. Defeat 
this foul fiend and receive the 
Angel's Robe. 


Cut the bands. The gates 
will open. Enough said. 


Area 3 is all about pressing panels in the ground, overly elaborate method, 
system, or pattern pivots on the way or order in which you push these. Just step 
on the magenta panels if you need something done. For instance: there $ a post 
in front of you with an item youd like on top. Press the panel nearby, and it 
will lower to your level so you can grab it. Easy. Want to cross the lava gash? 
Press the nearby panel to bridge the gap and lower a block to cross over. Or, in 
one instance, to make a boulder come tumbling down for easy crossability. 


VALMAR FLY 


LV: 48 HP: 3600 
MR 0 SP; 0 





Drf: 238 Mbv: 13ft Aec 152 
Mag Def: 134 

XP: 75 SD 375 MC 0 GP; 125 
rrEMS 

Scarlet Potion Platinum Feather 


VALMAR YOUNG 


Its important you heal and revive the party right after 
the boss fight, because when you go to blaze a trail out 
via that initial path* you're going to be attacked by Valmar 
Flies and Valmar Young! These fights are well worth their 
rigors, however: you II walk away with massive amounts of 
MC and SC, all the better for mad upgrade action! 


if i 


LV: 49 HP: 7200 
MP: 300 SP: 560 


Def: 312 Mow 83 Ace 171 
Mag Def: 145 

XR 300 SG 750 MG 0 GP: 425 
FIEMS 

Yamis Elixir Sod of Asura 



sfe,. 


— 


. 


M 


.H 














Cyrum s been converted from a thriving sent of culture 
and commerce into a blitz ed^ut ghetto with die arrival 
of Valmrs forces. Following the crash landing, grab the 
Missanga right near the _ — ._ 

!.. I.. Xot to SpLlll 

- but ■ w] 

L! IL - HB 

>t:rc exit this area. then jin 
portion and save. ^ 


To Birthplace 


CYRUM KINGDOM SOUTH 


Its time to meet up with a familiar face and band together to fight off the 
Valrnar Young scourge. Sky Dragon Slash them 'away, in other words. Once you 
head into the castle, inn to the audience chamber, have some words* and off vou 
go! There will be one more fight with Valrnar Young after this point. (Herds a 
heads-up: stock yourself with lots of Baobab Fruit from the Shop; you 11 see why 
in a little bit.) Before you go traipsing into the endgame, though, step outside 
onto the map screen for a little surprise... 


I71XMJC 
I801MJC 
PXXKJC 
. 118QOC 
15500C 

litimo 
ESSOOC 
I8t HH>C 
tSMWOtto 


Blazing Sword,... 
feefang Sword.,, 

Thor Sword. 

Decalogue Staff,. 
Guard Lin Staff,.,, 

Huge Flail.. 

Sword Breaker.... 

Wind Culict. 

Demon Sliurik.cn, 


tSWOOC 

.8000C 

..I100G 

..180(10 

.fi£00C 

50UUG 

zstm 

HH)0C 
...400C 
..400C 
.„400C 
.. 400C 
.„400G 


larisrra 


Shoguns itett. 

Godspeed Ring_ 

Adder,., 

Fire Charm 
Wind Gferm....... 

Earth Charm__ 

Lightning Ghana 
Blizzard Charm.... 



•-ITEM 

S * * 

J loly Wound Salve_ 

.BOG 

Healing Fruit... 

...... KMJG 

Scarlet Potion.. 

..B5BC 

1 baling Incense,..,....,.. 

.400C 

Potion of /Aeure. T ., 

.7 BOG 

Pujifyiiig Herb.. 

.40G 

'Fortes Rexdpipe.. 

.HOC 

Smelling Salts.. 

.HOC 

Blessing Scroll.. 

._J50C 

Vaccine.. 

.. I(M>G 

Panacea........ 

.500C 

Yomis Elixir.,.,..,,...... 

......500G 

Raoltal Fruit....,....,,.,. 


Magical Medicine,...... 

.3fi()C 

Silver Feather___ 

.SOIIC 

Super Mogay Bomb*.., 

.IOOOC 

Flame Stone, 

. mic 

Gak: Stone... 


Quake Stone.... 

_2(H)C 



E'cctrum Stone.. 

..P30G 

Ird’ang Stone,.. 

.25<JC 

I hoi Stone.... 

... k „.750G 

Red Bird Stone. 

.250C 

Serpentine,............ 

,500G 

“AFTER BIRTHPLACE" 

Surd of Life....... 

....IQOOOC 

Setd of Spc'k..... 

jboooc 

Seed of Moves, kJ.,. 

...KXKKJC 

Sod of Powa ,. 

,,, JtMKXJC 

Seed of Defense,. 

JCHHIOG 

Seed of Swift... 

...hmmxk: 

Seed of Running...., 

...JfJOOOG 

Seed of Magic.. 

... KHMJOC 

Seed of Psyche. 

... KKKXJC 

Lore of Moves.. 

,...)(«)<)(« 

Lore of Magic. 

.... KHHNJC 
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iMBB 


SBECiflL ST65E 


'TmW'j 


K ~ 


START 



Dyer Wanna Get Special? 

If' the dialogue box at the onset doesnt 
explain it all maybe this will: the Raul 
Special Stage is your opportunity not just 
to revisit the quaint stone maze, but to 
plunder some newly placed treasure trea-v^MH 
sure so rich, in fact, that it s among the 
best in the game! You 11 start in Area 2,^ 
and need to work your way west via the 
boat to Area 1. On the way you can pick¬ 
up some of the treasure you might have 
missed last time (they 11 still be here-tor 
vou), and have some easy battles with 
some of the old creatures, but then, once 
you finally get to the labyrinth... 






RAUL HILLS 2 


/ ; , v DEVIL 

LV: 50 HP: 5800 
# T «. MP: 630 SP: 0 

Def: 303 Mov. 72 Ace 158 
Mag Dcf: 204 

XP. 20 SO 270 MG 320 CP: 240 
ITEMS 

Jet-Black Cape Demon Ash 

All Raul Hills Monsters Appear 
(see page 40) 



! < H 


If you choose the northern path first, you 11 come out into 
a small clearing in Area 2 where, lo and behold, just north 
of an old treasure chest, there lie four weapons! Walk up 
to them equip than,... and recognize that they re decoys, 
fakes, "zero ATK" items. That said, that upper path real¬ 
ly maybe isn t worth exploring at all. 




- - T* 





























Semic Belt 
Demon Necklace 
Sod c£ a Hero 
Lore of Magi c 
Platinum Feather 
Energy Chaim 

Zero Broadsword 
Useless Staf f 


Dull Knife 


Rusty Hoop 


r 


Well simply 
put, the Devils 
will -KILL 
YOU- Or at 
least its possi¬ 
ble. Which is 
to say its very 
possible. 

Unless, of 
course, voure careful The method of exter¬ 
mination that they utilize so ruthlessly is a 
variant on die spell Ba-Boom! In the hands of 
Devils, Ba-Boom! means instant death, zero 
HP, for every party member. Game over. In 
other words, if there were ever a non-boss bat¬ 
tle in the game where it was vital that you 
take the upper hand and you take no prison- 
el's, this would be the one. As soon as battle 

begins, go to 
work. Scan the 
enemy s status 
windows to see 
if anyone is 
planning Ba- 
Boom! — if so, 
immediately 
direct a Critical 
or other cancel- 
attack their way. If Tio is up first, have her 
use Whisper to the Stars to increase all status . 
levels (most importandy, your ACT). For 
Ryudo, it’s a must that he uses the Sky. 
Dragon Slash, and Elena the White 
Apocalypse. You I! probably have to repeat one 
or both of those powerful moves, but it should ^ 
be enough to win the batde. Repeat every . 
time you meet a Devil and you should be all , 
right. But now you can sec the importance of ; 
stocking up with Baobab Fruit, because yj 
Ryudo s and Elena s moves don t come for 9 
free. 


























































The Birthplace of the Gods is the beginning of the end. This is a long dun¬ 
geon, though* so don't think you'll he gliding right into that segment we 
: might label the end of the end. The basic trick to this place is to press die 
control panels whose colors correspond to doors cutting off or allowing access to 
given areas. Tied up with this is the necessity to light die three colored orbs 

over the elevator (also controlled by 
the correspondingly colored panels) in 
just the right way to grant you 
access to Area 3 s ground 
floor and the heart of 
the Birthplace. The 
whole process is more 
lengthy than it is dif¬ 
ficult, but still, hey 
— good luck; 
respect it. 


LV: 44 HP: 2130 

Defr 245 Mov: 58 Act 102 
Mag Def: 153 

XPl 74 SO « MG 4 GR 117 
Weak vsl Lightning* Strong vs. Earth 
ITEMS 

Serpentine Charming Heels 

DEATH DOBERMAN 


LV: 44 HP: 1790 


Ddf: 291 Mov: 80 Ace 132 
Mag Def: 173 

XP: 83 SG 13 MG 115 GR 105 
Weak vs. Hit; Strong vs. Wind 
ITEMS 

Yond's Elixir Red Hair Band 


EMERALD BIRD 


VV LV: 45 HP: i860 


Dtf: 100 Mow 81 Act 117 
Mag Def: 244 

XR 108 SO 96 MG 156 GR 271 
Weak vs, Rrc, Strong vs. Ice 
TIEMS 

Magical Gold Feather 

Medicine 

ANCIENT WARRIOR 


-V.' . LV: 45 HP: 2040 

Dtf: 327 Mae 63 Act: 122 
Mag Def: 146 

XP: 97 SC 86 MC 14 CP: 196 
Weak vs, let; Strong vsl Fire 
ITEMS 

Jet-Black Gape Demon Ash 


BIRTHPLACE OF THE GODS 1 




4 V i 


























You cant open the first (blue] door just yet, -'m you II fet Go out and back¬ 
track — push the blue pane] to open the blue doors. Then go over to the device 
in the eastern wing that resembles a super-civilized cannon and press X, A light 
beam will Quit and bounce off the reflecting mirror into the blue control panel' 

The result? The post holding the 
SffUS\ Hems Cuirass will lower, and the 

^jjuEZi) H jj, JikillS Cj R-jfc treasure will be yours. Scurry over to 

■■ .mod blue cwl o\cr lIil dc- 

\ .Lto" mi.st be lit in oixic! Lo a Tu. it 
■ ipeniLiurjd. That done, circle up to’ ? 
’the elevator, and take it to Area 2,3 


You'll now be in Area 2, or "the red area." From die d^j 
vatic#, head west and up the steps. The red doors before' 
you will be shut, so head .south, all die way down ttS 
you come to the save point Save and recover. Now take 
the „ stairs to Area 3. I.Dont worry about missing out on 
anything here, as you II be back in no tune flat) Now on; 
to the third floor, or "yellow/ Run up the stairs then fol¬ 
low the south passage. You'll come out in a room with, 
oh no: two Dual Fists. White Apocalypse and Sky Dragon 
Slash, that s a!] there is to it. Repeat once as necessary^ 
Your irL-a-ure b the Elf Kings Boots. Splendid! Go re$tojg| 
then come back and head north, [continued over) 


CUARDIAN 


LV: 50 HP: 17000 


Drf: 324 Mov: 74 Acc 185 
Mag Drf: 213 

XP: 500 SQ 0 MG 2000 GR t&X> 
Weak vs. Earth, Strong vs. Ice 
ITEMS 

Omnipotent Seed Phoenix King 


m Quake Stone 

Hyper Mqgay Bomb 
(5H Scarlet Potion 
fj£ Mystic Potion 
m Sun Robe 
1$ Holy Own 
I3t Gold Feather 

13 Illusion B andana 

14 Hfros Elixir 


DUAL FIST 


jMMfi LV: 50 HP: 5800 

Drf: 3(13 Mot: 72 Ace 158 
Mag Drf: 204 

XP 450 SG IfltX) MG 0 CP. 1200 
Weak vs. Wind, Strong vs. Ice 
ITEMS 

Omnipotent Seed Elf Kings Boots 










CONTROL ROOM 


BIRTHPLACE OF THE GODS 3 


Bypass the yellow console to get 
the gold First m the northwest 
passage, then return. Press the con¬ 
sole to open the yellow doors, and 
head to the southwest passage^ 
(which was previously inaccess^H 
to get the Panacea. Now backtrack 
and go through the yellow' door 
Just north of the yellow console*' 
At the end of the passage; push , 
the reflector block along its. 
groove. You II need to have it in <■-, 
position for wliats going to come , 
next. Run to the east. Press the 
light-shooting devices button, and out will hurst a light haljra 
that will trigger the yellow door directly south of the shoot¬ 
er to open. "Therein lies treasure, most notably the ValkyrKT 
Dress. 

Now return to Area Z . When you 
I come up the first staircase youII 
see that die yellow’ door to the 
north that you were once able to 
pass through has been dosed off. 

Walk by this door and into the 
passage ahead to the west, but not 
before you heal up* For there s a 
big Fight coming up - two 
Guardians in the room ahead. Use 

the same tactics as with the Dual Fists, and you 11 ^come away 
with the Phoenix Ring for Tio, her most powerful weapon. 
With everything dear, head north to the red console, .and give |j 
it a press. Now the three colors are lit.. . but you re still unable 
to take the elevator to Area 3.7. 


You can head north and collect the Hero's Elhdr Itho yellow door is shut for now). Follow through nfeerward.along the areas 
[■ nordieasrcm brwoch and pres, the red light-taouon. The red door the north will opeo. Go, the treasure -do. and then 
the Hyper Mogav Bomb along the balcony. 

S Take the elevator to Area 1. Turn the blue control panel off, and then head for the western 
feassage (now open) and push the reflector Hush with the wall over to its other position: as for 
the reflector in the center, slide it halfway down its groove no further. Press the light-cannon 

at the end of the passage, and you 11 get die chest to lower 
to the floor - probably the greatest chest in the game. Or 
at least the one containing the most obviously valuable 
■ valuables: the Dragon Egg, the Book of Sages, and the 
Ethereal Miracle. Return to the blue control panel and 
fHck it back on. Exit Area 1 via the elevator. 


f t y Gale Scone 


Id Valkyrie Dress 


/3 Angel's Ring 


fft Indigo Potion 

Super Mogay Bomb 
ify Hyper Mogay Bomb 
Kojin Charm 

2$ 2500G 


Panacea 


Scoot down to Area 3 and turn off the yellow panel 
You’ll see the delator take on a special glow directly 
thereafter, letting you know you did something right. Run 
back to Area 2 [dizzy yet?) and twist around and through 
to the red control room from the east door T then head 
north and go to the yellow door in die northwest that 
was previously inaccessible. Inside is the Illusion Bandana. 

You may now proceed to the elevator. 

You'll emerge on die ground level of Area 3. Head west, restore and save, then «dU_ 
inc the door! Following the dramatic scries of events, hustle ever' downward on the- 
walkway and answer with the negative to the questions in the trial. 1 

You'll come out at the mausoleum. When asked, choose the option to delay for prcpa-fl 
radons. Run outside and you can talk to the man in the crowd who will sell you , 
everything from Cynun, in addition to the power-up seeds and some other'new acces-,^ 
soiies! Buy some Lore to make it happen. Save once just inside the Birthplace, then a 
exit and so uo to the energy circle. Press X and answer that «™ ■* ««dv to end it... 



















NEW VfiLKMR 


And Now for the Conclusion 


NEW VALMAR 1 

Veil ir looks like youVe made it: yes, it 
looks like you've made it to the end. Still the final challenge Inside of New Valmar 
is another lengthy affair that will require stamina and a fair bit of patience. But 
hold on and brace yourself: soon it will fce gone forever.., 

jUy Over and Under and Back Again 

The elevator panels raise or lower you 
beneath l3jc surface with a press of their cen¬ 
tral oiL Go west and press this first one to 
dip underneath die l: locked passage and to the 
I 1 east. Then come on back to the surface. 


Inside of New Valmar, mo-fkt dungeon 
design is taken to a new level., pun intend¬ 
ed, There won t he any extraorduvn! r diffi¬ 
cult: navigation invoking going op and oitr 
heir. Throughout Arcs /. rnutt only ban up 
race around below ground tot 3 roEacWr 
short amount of time to get where, vat reed. 


Def: 382 Mov: 71 Act 134 
Mag Def: 75 

XR 117 SC 34 MC 6 GR 186 
Weak vs. Earth, Strong vs. Fire 
ITEMS 

All-Around Seed Omnipotent Set 


VALMAR MAGNA 


LV: 51 HR 20000 


ITEMS 


VALMAR MOTH 


Weak vs. Fine 
ITEMS 


Meteor Scroll 


MEND EATER 


LV: 47 HR 2200 


Deft 263 Mov: 43 Acd 128 
Mag Def: 285 

XR 128 SG 12 MG 27 GR 142 
Weak vs, lightning, Strong vs. Ice 
ITEMS 

Mana Crystals Seed of Magic 


irifiligg 













NEVVALMAR 2 


Scamper out Into die main area. Proceed into the western passage until you come, 
upon the elevator to change your level. Go up, then circle around to that self¬ 
same tunnel via the green mghwire"-stalks aboveground in the main passage to nick 
the M-Around Seed Return out to the stalks and run along the eastmost one 
to open the chest containing die Scarlet Potion 3 Gold Teacher, and Loving Ribbon. 
Now ran along die middle stalk and head north. You'll come to a room contain¬ 
ing a host of dilating orb-buttons: push the one in front of each passage/alcove 
to ^ain access to its treasure or through-way [or even some unwanted enemies). 
You II hit the final room of Area I via the northwestern route, where youve got 
to fight a Valmar Magna and two Valmar Moths. Just go all out with your 
strongest Moves -- theres a save point to restore at up ahead inside oi Area A 

After emerging in the second area, turn west and prepare for your first experi¬ 
ence with a bug hatchery. The sheer amount of Moths which crack from the 
red eggs may disgruntle you, but take heed in knowing that on the other side 


increase! [Did you 
diink the Sky Dragon 
Slash could get any 
stronger?) 


(fy Holy Ghost Staff 
7> God of War Helm 
Indigo Potion 
Mystic Potion 
IQ Holy Sword Armor 
/# Scattering Stone 


















Now cross over to the eastern wing. Down 
in the sooth eastern - mos t corner of Area 2 
lies the second hatchery, So then, hack- 
through the Moths, get the Yomis Elixir*! 
and emerge to the main area again. Press the 
globule button nearby to alter the tectonics 
Now press the globule in die very north to 
make the levels shift even more. You cad' 
now access the save point, and also die 
northwestern area you couldnt get at before.;; 
Head there and grab the Holy Ghost Staff,; 
which is the absolute pinnacle of staff cry. 
Press down on die golbuk in this portion to 
make die bottom floor raise up and allow: 
vou to pluck its treasure. 


NEVVALMAR 3 


Now on to Area A Slice the glot blocks at cue 
beginning to get by. More importantly, dodge the 
swatting green tentacle-planks in the first room. 
The dcctrical-impulse-Iike clouds swarming about the 
tube structure in the main areas are just that 
swarms, of Valmar Moths, If you aren't careful to 
duck into alcoves of the tube-network, you 11 be 

forced, to 

r~~—ivtL f i s h c 


time vou 


The blue cubes; ah yes, the blue rubes. 
Thev are at a lower level. Take one of them 
to the southeast and grab the Omnipotent 
Seed. Then twist around to the save room 
light after you explore the Fork leading to 
the Qgre Shoes chest When you finally 
wind to the main northern room, youll fight 
two Valmar Magna^ This is almost it, kids. 
Go back, save, then enter the core. 














m 



BOSS 


FINAL BOSSES 
PART ONE 


First offs have Tto use her Whisper to 
the Stars [ami repeat} when she has her 
First chance. The Destruction Fight is not 
pretty, and hits for over a thousand. 
Therefore put someone on Alhcaler or 
Healing Incense doty* it only occasional¬ 
ly, Besides damaging fig-time, the. Dead 
Claw move will bestow Move Blocks on 
its victims, which is an unlovely problem 
you don t need. I While not as devastat¬ 
ing as the Dead Claw, the Hammer Claw 
cm still mow. and hmv T through several 
of die party members,} Have Roan per¬ 
form the True Dragon Rise on the indi¬ 
vidual I reads; with Ryudo doing Sky 
Dragon Slash, and Elena with White 
Apocalypse, of 1 course. The main body s 
Vanish attack will dismiss all of your 
pnitv s status bonuses: Luc its the Day of 
Judgment which is the most deadly. It 
will -I your MOV and do appropriately 
I500HP damage to everyone. You must 


? ? ? 

BODY 

LV: 55 HP. 48000 
XR 0 SG 0 

MG 0 GP 0 

LEFT HEAD..HP 35000 

XP: 0 SC: 0 MO 0 CP 0 

MIDDLE HEAD*,TIP: 42000 
XP: 0 SC: (ft MO 0 CR 0 

RIGHT HEAD.HP: 2*000 

XR 0 SO 0 MO 0 GP: 0 


? ? 9 

LV: 56 HR 48000 
XR 0 SG 0 

MG 0 GR 0 


FINAL BOSSES 
PART TWO 


Inside the Room oi Chaos, you 11 step up 
to a different piece of V at mar on each 
of the floating platforms. You should be 
well familiar with them by now; just be 
sure to adjust your strategy to compen¬ 
sate for the stat-increasr from the last 
time: you faced each of them (be., Sky 
Dragon Slash / White Apocalypse your 
way to victory! After each buttle, warp 
Lack CO the first platform and save, just 
for eood Measure.' Thai on platform ntun- 


VALMAJRS TONGUE 
LV: 52 HP: 27000 
XR 3000 SG 4000 
MG 1000 CR 0 

LEFT HAND..HR 1*01)0 

RIGHT HAND,,,.HR 18000 
HEAD.....HP: fJCKKI 


VALMAR'S EYE 
LV: 53 HR 20000 
XR 3000 SC 4000 
MG 1000 GR 0 

L.TENDRII.11P: 20000 

R.TENDRD_..HR 20000 

EYEBALL BATS...HR 20000 


? ? ? 

LV: 56 HR 36000 

'lilts is it: the final battle. Nonetheless, 
the first buss detailed above in "Part One 
actually stands » the mure difficult! 
Which means if you we made It this far, 
vou won't have much of a problem. Go 
all out, use every thing Votive got.*, and 
you’ll experience a joyous endl 
Congratulations [in advance}! 


valmar's heart 
LV; 54 HR 25000 
XR 3000 SG 4000 
MG 1000 GR 0 

LEFI EYE. HR 16000 

RIGHT EYE..HR IHOOO 





















Weapons 



SWORDS 

Used By: Ryndo 

Name 

Price 

ATK 

Special Abilities. 

Zero Broadsword 

- 

■0 

Geablade 

400 

18 

j Falx 

500 

*22 

[sh'amshir 

620 

*26 

Army Saber 

750 

*32 

Samurai Blade 

900 

*38 

Sword- of Purity 

1200 

*40 

Effective on the undend. 

Flambcrge 

1440 

*40 

Ftre-tascd sword (Burn!). 

Shadow blade 

4000 

*44 

-4 to MOV; Sudden .Death. 

Swordfish Sword 

2200 

*52 

Ogre Slaver 

2600 

-5a 

Effective on humanoids. 

Cky more 

3600 

*60 

Fine Broadsword 

4500 

■70 

Sword of Mileage 

6900 

*77 

Silver Freeze 

7480 

*80 

Blizzard-based iFrttzdl 

Silence Sword 

85(H) 

*85 

Magic-block ability. 

Maken Yaiborg 

12000 

-I0U 

Drains HP as !()% of damage. 

- —, -- 

Holy Soul Blade 

14000 

*112 

Attack drops enemy DEF -1 

Blazing Sword 

17000 

•120 

Fire-fcased sword. 

n2 ‘; 

- 

kdfsmg Sword 

18000 

*122 

Blizzard-based sword. 

Thor Sword 

190(H) 

*125 

Lightning-based sword 

Crana saber 

- 

*150 

Cuts 5P consumption by 15%. 



STAFFS 

Used By: 

Elena 

Name 

if : MAH ■' 

[Vice 

ATK 

Special Abilities. 

Useless Staff 

- 

*0 

Dragon Wand 

150(H) 

*11 

Lightning-based iDiragorJL- 

Prayer Staff 

5(H) 

*22 

Iron Rod 

720 

*30 

Flame Staff 

1250 

*40 

Fire-based 1Burn!i 

Battle Rod 

960 

*45 

Oracles Staff 

1800 

*50 

Cures confusion, 

Sister s Staff 

3500 

*55 

Gan cast Cure. 

•---— -- 

Blazing Staff 

4200 

*60 

Fire-based IBurnfbme) 

! Whirlwind Staff 

42(H) 

*60 

Wind-based (Howlsksh! 

Quarry Staff 

4200 

*60 

Earth-based (Tremor 1 

p---—- 

Lullaby Staff 

5880 

*65 

Sleep effect. 

Buster Flail 

4400 

*70 

-5 MOV. 

Aromatic Root 

7200 

*75 

Can cast Refresh. 

Silver Flail 

6800 

*82 

-5 MOV. 

Golden Flail 

8200 

*92 

-5 MOV. 

Priests Staff 

12000 

m 

Can cast Halvah, 

Decalogue Staff 

11800 

*108 

Magic/move block effect. 

Guardian Staff 

15500 

*118 

Earth-based (Digging 

Huge Flail 

17000 

*128 

-5 MOV, 

Holy Ghost Staff 

- 

■138 Cuts MP consumption by 10%. 







































































































































BOVS 

Used By: 

MUlenia 

Name 

Price 

AIK 

Special Abilities, 

!- 

Crossbow 

860 

*35 

Burning Bow 

1440 

45 

Fire-based. 

Hying Fish Bow 

2400 

■55 

Effective against birds. 

: Arbalest 

- 4500 

-70 

_____J 

Dread Bow 

7400 

*85 

Exorcism Bow 

11500 

*105 

Effective on die undead. 

Black Angel Bow 

22000 

‘138 

Drains MF as 10% of damage. 

KNIVES Used By: Roan 

Name 

Price 

AIK 

Spcckl J MitnUx 

Dull Knife 

-- 

*0 

Multiple Knife 

050 

*28 

Hunters Knife 

880 

*30 

Effactive against animals, 

Ice Pick 

1440 

44 

Blizzard effect, 

_ i 

; Hint Knife 

2000 

48 

L „—--- 

j. Poisoned Knife 

. 2980 

60 

Poison effect. 

Warp Knife 

2750 

65 

Warp during attack. 

.Main Gauche 

4000 

02 

*tQ DEE 

Soul Eater 

6800 

■75 

Grains HP as 10% of damage. 

Sword Breaker 

143(H) 

*110 

Attack drops enemy ATK -h 

Gkdius 

r- 

*125 

Dirk 

23000 

*140 

Casts WOW! 

Brave Dirk 

20000 

145 

■5 SP recovery during attack. 


AXES 

Used By: Ma«g 

N;imc 

Price 

ATK 

Special Abilities. 

Battkax 

1180 

•42 , 

, Hammer Axe 

2200 

* 

Dragonskyer Axe 

3080 

68 

Effective against reptiles. 


Dragonfly Slayer 

4120 

60 

Effective on bugs / crustaceans. 

Halted 

4400 

■68 

Earthen Axe 

7500 

18 

*10 DEE: Earth-based. 

Bardiche 

8(H)0 

*86 

Inferno Battleax 

98(H) 

*98 

Fire-based (Bumstrikc) 

Tundra Battleax 

lOOOO 

001 

Blizzard-taxed {Crackle, 1 

Rune Axe 

13500 

■107 

Reduces IP slowing, 

Leo Rex Batdeax 

16000 

•120 

6 SP recovery during combat. 


CHAKRAMS 

Used By: Tio 

fimne 

Price 

ATK 

Spoti.il AidJitks. 

Rusty Hoop 


■0 

Moon Claw 

4480 

*68 

Double Moon 

6900 

*77 

Discus 

8400 

m 

Effective on bugs / crustaceans, 

Bloody Saucer 

9200 

*90 

Drains Hi 1 as 10% of damage. 

Binding Circle 

I2(H)0 

*92 

Lightning-based: paralysis. 

Balor 

13800 

*108 

-5% SP consumption. 

Angel Circle 

155(H) 

*116 

Effective against the Lindeid, 

Wind Cutter 

180(H) 

*122 

Wind-based, 

Demon Shurikcn 

19800 

*128 

*3 ACT. 

Phoenix Rintr 

250(H) 

■142 

*1 SP recovery. 







































































































iHHRr’ 


Armor & 


heavy armor 

Used By: Ryudo, Mareg 

Name 

Price 

DEF 

Special Abilities. 

Shoulder Guards 

1280 

,*23 

Plate Mail 

1400 

*25 

_ _____ _ _ ! 

Swordfish Armor 

2800 

*30 

-_—- -1 

BhckQuartz Mail 

5500 | 

*38 

_ ____ —- 

Warrior Mail 

8500 

*45 

Dragonscale Mail 

9800 

*50 

Halo Armor 

16500 

*55 

Level Z lightning resistance. 

Paladin Armor 

18000 | 

*60 

Poison/paralysis/plague resistance. 

Moonstone Armor 

20000 


Ma^ic block resistance. 

Holy Sword Armor 

32000 

75 

Raises power of moves. 

LIGHT ARJMOR Used By: Ryudo, Roan, Mareg, Ho 

Name 

Price 

DEF 

Special Abi3tt;!e>. 

Leather Armor 

750 

*17 

Chain Mail 

950 

! *20 

Shell Armor 

1500 

J *26 

_ ! - ----*----- 1 

Ancient Cuirass 

3600 

■32 

Suppresses TP slowing, 

Earthen Cuirass 

8200 

*42 

Level 2 c-arth resistance. 

Flame Armor 

9200 

*46 

Level 2 fire resistance. 

Dark Armor 

13000 

*52 

*| SP recovery when damaged 

Aura Armor 

10800 

*64 

Ups power of moves, 


Defense 

jFlare press 

2980 

-30 

Level 2 fire resistance. 

iMithril Dress 

80(K) 

*40 

|Red Fur Coat 

92(H) ^ 

46 

Level 2 blizzard reastanec. 

r 

|Sylph's Robe 

12800 

*48 

Level 2 wind resistance. 

jR.chsr Dress 

17800 

*56 

Levd 1 alt attack resistance. 

|Tcumas Dress 

28000 

*72 

Levd 2 all attack resistance 

Valkyrie Dress 

30000 

*74 

■5 ACT. 



lAnpel’s Rohe 18800 1 *62 Ran*® lrpm «#*■ 


•Priestess Robe 


27000 *68 


All status order resistance. 


L 


CLOTH ARMOR Used Byi All 


Special Abilities- 


Cuir Bouilli 


500 12 


| Leather: Jacket 


650 


L4 


!Reflect Mail 


25000 


[Hero's Cuirass 


290(H) 


*68 


Sometimes reflects damage. 


*72 


Restores some H1 J in combat. 


L 


DRESSES Used By: Elena, MHlenk Tb 


Special Abilities. 


Adventure Clothes 


720 


*!6 


I Quilted Silk 


800 1 *18 


Illusion Clothes 


3480 32 


Ups evasion by 5 l ‘>. 


Lion Field Gart 


5980 '35 


■5 atr 



Ancient Suit 


8000 -40 


Dragon Vest 


9500 , -48 


•5 MOV. 


Ninja Clothes 


11500 


-54 


Ups evasion by H)%. 




























































































































































































Holy Clothes 

17200 

*58 

Gives plague resistance. 

Sun Rohe 

27500 

*70 

Reduces IP slowing. 

HELMS 

Used By: Ryudo, Mareg, Roan (Later) 

Name 

Piice 

DEF 

Special Abilities,. 

Stone Head 

450 

*11 

Negates knock-back, 

Iran Helm 

600 

*15 

Swordfish Helmet 

1250 

*20 

Ogre Helm 

1430 

*25 

-3 MOV. 

BlackQuartz Helm 

2200 

•25 

Battle Helm 

3400 

*30 

Dragon Bone Helm 

4000 

*36 

Charisma Helm 

8000 

*38 

■5 ACT, 

Adamantine Helm 

6200 

*42 

Suppresses IP slowing* 

Paladin Helm 

7000 

*44 

Gives magic block resistance; 

Reflect Helm 

11000 

*45 

Sometimes reflects 10% of damage. 

Cod of War Helm 

[2400 

, -50 

Suppresses IP slowing. 

HEADPIECES 

Used By: Elena, 

Millenia, Tio> Roan (Later) 

Name 

Price 

DEF 

Special Abilities, 

A 

Red Hair Ribbon 

10 

*0 

Restores .scum* HP in combat. 

Silk Hail* Band 

200 

*2 

Ruby Barrette 

350 

*8 

Level 1 Fire resistance. 

Magnolia Bandana 

1080 

*16 

Level I earth resistance. 

Lightning Tiara 

3100 

*26 

Level 1 lightning resistance. 

Azure Barrette 

3400 

*30 

Fairy Ribbon 

3500 

*32 

Confusion resistance 

Moonlight Tiara 

9200 

*42 

Levd 1 confusion/ blizzard resistance. 

Starlight Tiara 

I 1800 

*45 . 

Cuts MP consumption by 13%. 

Loving Ribbon 

11500 

*46 

Restore some HP in combat 

Holy Crown 

12000 

*48 

Suppresses IT 1 slowing. 


i 


' jf* H 

gl 


\ 

BANDAJTAS 

Used By: Ryudo, Roan, Maneg, Tio 

___i 

Name 

Aice 

DEF 

Special Abilities. 

Flair Band 

" 

*2 

Bandana 

250 

*5 

Leather Bandana 

350 

*8 

Iran Bandana 

480 

12 

Hide Turban 

550 

14 

Bravery Bandana 2800 

*22 

' 

■5 ACT 

Black Band 2250 

*22 

Sleep resistance 

Mercury Bandana 3200 

*26 

*10 MOV. 

Flame Bandana ! 

3600 

*30 

Level I fire resistance. 

Man's Headband 

4200 

36 

10 ATK: Suppresses IP slaving. 

Illusion Bandana 

11800 

■48 

Sot me times evades attack. 


HATS 

Used 

By. AH 

Name 

Price 

DEF 

Special Abilities, 

Climbing Hat 

240 

*4 

Traveler's Hat 

300 

>6 

Guardian Hat 

450 

■10 

Gives sleep resistance. 

Feathered Flat 

1120 

*18 

Sister s Flat 

1750 

*20 

Paralysis resistance. 

Wizards Hat 

20(H) 

*22 

Magic block resistance. 

Phoenix Hat 

4800 

*34 

Reduces IP slowing. 

Priest s Hat 

5800 

*36 

MagitOnovc Hock resistance. 


BOOTS Used 

By; An 

Name 

Price 

DEF 

Special Abilities, 

Leather Leggings 

280 

*4 

Hunters Boots 

400 

*4 

*8 MOV. 

Wing Boots 

720 

*5 

■15 MOV: Lcyd 2 earth resist 

[ - 

Heavy Boots 

800 

*6 

40 MOV; negates knock-back. 






































































































Mach Boots 

IKK) 

Hi 

■20 MOV. 

Warrior Leggings 

1400 

10 

*m mov 

Battle Boots 

1800 

\Z 

*12 MOV. 

Wolf Boots 

3100 

.15 

■15 MOV? ups evasion t\ 5%. 

Royal Boots 

" 

*18 

*18 MOV 

Elf Kings Boots 

62(H) 

*20 

■5 MOV? Level 2 attack resist. 

Lion Boots 

5000 

-20 

■20 MOV. 


SHOES 

Used By: All 

Name 

Price 

DEF 

Special Abilities. 

Mans Iron Clogs 

820 

*0 

“5 MOV; negates knotk-back. 

Pumps 

160 

*0 

-4 MOV; Mar eg cant wear. 

Crampons 

420 

■0 

■4 MOV; Level 2 bEiiard, resist. 

Childrens Boots 

180 

♦0 

■8 MOV? Mareg cant wear, 

Climbing Boots 

200 

*2 

*6 MOV, 

Dash Shoes 

460 

■4 

*10 MOV. 

Giant s Shoes 

520 

*5 

*5 MOV; only Mareg can wear. 

Odd Wooden Clogs 

580 

*5 

'5 MOV; gives warp evasion. 

Flame Shoes 

000 

*5 

■5 MOV; Level 2 fire resist. 

Warp Shoes 

16(H) 

♦10 

Warp movement. 

Shadow Shoes 

1550 

*10 

■15 MOV; ups evasion by 10%. 

Ogre Shoes 

2000 

*10 

♦50 MOV. 

TTF.F.FS Used By: Elena, Millenu, Tk> 

Name 

Price 

DEF 

Special Abilities. 

Charming Heels 

10 

*0 

Ups evasion by 25%, 

Hi-IIeck 

ISO 

■0 

■2 MOV. 

Red Shoes 

2000 

*0 

•10 MOV; S ACT. 

Queen Heels 

4000 

*0 

■10 MOV; 10 ACT; re duett IP sbwhg. 

Glass Slippers 

8000 

*0 

•10 MOV; -20 ACT. 

Magic Hi-Heds 

MOO 

*8 

♦12 MOV. 


Goddess HI-Heds 

2000 

*10 

■5 MOV? Level t attack resist. 

Rainbow Bi-Heels 

1750 

*14 

■!4 MOV; gives warp evador 


Accessories 


m ■■ . : J - 

Used By: 

All 

Name 

Price 

S^Hxid Abilities. 

Shogun $ Brace 

5000 

■40 DEF. 

.Magical Brace 

1500 

•20 DEF 

Gauntlet 

BOO 

15 DEF. 

Iron Bracelet 

400 

*8 DEF. 

Leather Brace 

240 

4 DEF. 

Hercules Brace 

660 

*5 ATK. 

Anklet 

1000 

40 ACT. 

Pretty Bracelet 

5000 


Friends Necklace 

2500 

•25 DEL 

Coral Necklace 

18(H) 

■tO PET; pri^-^lecp/caiifiiaoc 

Crystal Brooch 

800 

*K) DEF? Level 3 earth resist. 

Fue Pendant 

800 

10 DEI ; Level 3 fire resist. 

Demon Necklace 

20000 

Cuts MP consumption by 25 L 

Forbear Necklace 

2000 

■10 ACT; oppresses IE slowing 

Pretty Necklace 

100(H) 


Crescent Jade 

1500 

■15 DEF: deep/confusion resist. 

Talisman 

1500 

■15 Al’K; poison/' paralysis re?L-i 

Energy Ring 

3000 

*15 DEF; damage ups SP by 5 

Thunder Ring 

1000 

-I0DEF; Ixvd 3 lif^rtrao^f^ysrs ----- 

Snake Earrings 

800 

It) DEF: poison resistance. 

Reflection Ring 

750 

10 DEE; sometbss reflects damage 

Healing Ring 

500 

♦5 DEF: can cast HeA 

-Ring of Guarding 

5000 

■5 DEF; resist all status disorder 











































































































Angels Ring 

10000 

*5 DEF: restores some HP in combat. 

Revival Gem 

5000 

*5 DEF; revives fallen members once. 

Godspeed Ring 

25(H) 

•15 ACT. 

Rune Necklace 

750 

•5 ACT; suppresses IP slowing. 

Titans Ring 

18(H) 

•20 ACT. 

^Moebius Ring 

750 

•2 ATK DET ACT/MOV. 

Jade Charm 

420 

2 ATK/DEF. 

Rage Ring 

12(H) 

*10 ATK: damage ups SP by 3. 

Meteor Earring 

15(H) 

•20 MOV: ups evasion by 20%. 

Mirage Earring 

600 

■10 MOV; ups evasion by 15%. 

Energy Charm 

I8(H)0 

Cuts SP consumption by 25%. 

Mana Insignia 

7500 

Cuts MP consumption by 15%. 

Dark Ring 

750 

Negates damage under 100, 

Pretty Ring 

1000 


Raincoat 

800 

*10 DEF; sleep resistance 

)-—- 

Arctic Cape 

800 

*10 DEF; Level 3 blizzard resist. 

North Wind Cape 

600 

10 MOV: Level 3 wind resist 

Jet-Black Cape 

150(H) 

All status resist; Level 5 attack resist. 

! Mystic Veil 

12000 

\ All status disorder resist 

Sonic Belt 

15000 

•40 ACT. 

Heracles Belt 

6200 

•40 ATK. 

Salamander Tail 

800 

•40 ATK: Loci 10 fire resist 

Black Belt 

2200 

•15 ATK: ups power of moves. 

Heavy Stone 

120 

•5 DEF: -5 MOV; negates knockback. 

Rings Pride 

5000 

•25 ATK: ups power of moves, j 

Soul of Asura 

120(H) 

Combo attack *2. 

Demon s Tears 

50(H) 

. Combo attack -1. 

Dragon Scales 

1500 

Negates damage under 200. 

Bonds of Trust 

2 

*5 ACT (raises IPL 




Mana Crystals 

25(H)0 

Restores some MP in combat 

Kojin Charm 

KHXH) 

Level 3 all attack resistance. 

Divine Talisman 

60(H) 

Cuts SP consumption by 15%. 

Relief Tag 

4(X)0 

Restores some HP in combat. 

Mars Talisman 

2000 

Move/magic block resist (Refresh) 

Poison Charm 

250 

Poison resistance. 

Paralysis Charm 

250 

Paralysis resistance. 

Sleep Charm 

250 

Sleep resistance 

Confusion Charm 

250 

Confusion resistance. 

Plague Charm 

600 

Plague resistance. 

Move Block Charm 

400 

Move block resistance. 

Magic Block Charm 

400 

Magic block resistance. 

IFire Charm 

400 

Level 5 fire resistance. 

Wind Charm 

4(H) 

Loci 5 wind resistance. 

Earth Charm 

400 

Level 5 earth resistance. 

Lightning Charm 

400 

Level 5 lightning resistance 

Blizzard Charm 

4(H) 

Level 5 blizzard resistance. 


Items 


RECOVERY ITEMS 

Used By: AH 

____ 

Name 

Price 

Sjxtiil Abilities. 

Medicinal Herb 

10 

Restores 200 HI 7 to one. 

Wound Salve 

24 

Restores 400 HP to one 

Yomi s Elixir 

500 

Resurrects with full HP. 

Poison Antidote 

14 

Cures poison in one. 

Paralysis Salve 

14 

Cures paralysis in one. 

Healing Herb 

50 

250HP to all. 

1 Hero's Elixir 

10(H) 

Revives character. "3 all levels. 

Miracle Elixir 

1000 

Revives character right to COM. 






























































































































Purifying Herb 

40 

Cures poison and paralysis to one. 1 

Torre s Reedpipe 

30 * 

Awakens a sleeping character. 

Eye Drops 

14 

Awakens a sleeping character. 

Smelling Salts 

20 

Cures confusion in one 

Vaccine 

100 

Cures plague in one 

Move Blessing 

50 

Releases move blocks in one 

Magic Blessing 

50 

Releases magic blocks in one. 

Blessing Scroll 

150 

Release; move magic blocks in one. 

Panacea 

500 

Cures all status disorders in one. 

Mystic Potion 

500 

Restores all HP to one 

Scarlet Potion 

250 

Restores I6(X) HP to one. 

Potion of Azure 

750 

Restores 1500 HP to all. 

Healing Fruit 

100 

Restores 1200 HP to one. 

Caterpillar Soup 

500 

1000 HP to some; cures plague. 

■- 

jHealing Incense 

400 

Restores 1000 HP to all 

Holy Wound Salve 

f>0 

Restores 800 HP to one. 

j Fresh Sandwich 

100 

(KM) HI 1 co one cures pobWparalysk 

Scroll of Alheal 

120 

Restores 500 HP to all. 

[Toad Oil 

- 80 

Restores 300HP to one -2DEF. 

Golden Nut 

2000 

Restores 72 HP to one. 

* 

Indigo Potion 

1000 

Restores all MP to one. 

Magical Medicine 

360 

Restores 100 MP to one. 

Grail Fruit 

120 

Restores 50 MjP to one 

Lumir Flower 

40 

Restores 25 MP to one. 

Nut of Light 

2000 

Restores all SP to all 

Golden Potion 

1000 

Restores all SP to one. 

Baobab Fruit 

300 

Restores l(X) SP to one. 

Butter Roll 

120 

Restores 50 SP to one. 

Blueberry 

40 

Restores 25 SP to one. 


Calming Harp 

250 

Restores 200 HP id some may break. 1 

Mana Harp 

2(X) 

Restores 25 MP to one may beak. | 

Lion Harp 

800 

Restores 25 SP to one may beak- ! 

Golden Statue 

10(H) 

Restores 5 MP to one. 

BATTLE 

ITEMS 

Used By: AH 

Name 

Price 

Special Abilities. 

Icefang Stone 

150 

I2XX) Power on one blizzard-bascc 

Electrum Stone 

250 

750 Power on some lightning-based, j 

Gale Stone 

200 

7(X) Power on some; wind-based J 

Flame Stone 

200 

650 Power on some fire-based. 

Quake Stone 

200 

650 Power on some earth-based 

Thor Stone 

750 

1500 Power on all; lightning-based 

Red Bird Stone 

250 

1200 Power to one; fire-based. 

Scattering Stone 

50 

Scatters hunched-up friends in battle 

Hyper Mogav Bomb 

2(M)0 

2(XX) Power on all; cancel effect. 

! Super Mogay Bomb 

1000 

KMX) Power on some; tig IP damage 

Mogay Bomb 

250 

500 Power on some TP damac- 

Serpentine 

500 

1500 Power on all. 

Spiderweb 

400 

12(H) Power on some -1 MOV 


Dynamite 

240 

KMX) Power on some. 

Red Goblin Toad 

120 

JXX) Power; poison effect. 

iHoly Ashes 

200 

7(X> Power on some good vs. undod. 

Insecticide Bomb 

60 

650 Power on one; good vs. lug' 

Makibishi 

150 

6(X) Power on some: -1 MOV. 

Sandman Whiskers 

1000 

5(H) Power on one; -1 DEI*. 

Mushroom Cloud 

20 

4(X) Power on one. 

Firebomb 

60 

3(X) Power on some fire-based. 

Hand Grenade 

60 

300 Power on on some. 

Goblin Toadstool 

30 

250 Power on one poison effect 
















































































































































Meteor Scroll 

500 

2500 Power on one. 

Fireball Scroll 

50 

400 Power on one; fire-based. 

Whirlwind Scroll 

00 

300 Power on some: wind-based. 

Battle Manicure 

(50 

*5 ATK Level on one. 

Face Paint 

150 

*5 ACT Level on one. 

Demon Ash 

200 

-I dl Levels on ontx 

Muscle Mushroom 

50 

*2 ATK Level on some. 

Guard Mushroom 

5tl 

-2 DEF Level- on soma 

Speed Mushroom 

50 

2. ACT Level on aoi-ne, 

Runner Mushroom 

50 

■2 MOV Level on some. 

Myriad Power Nut 

20 

+ 1 ATK Level or some 

Variance Nut 

1 

20 

*i DEF Level on bchtx. 

Sympathy Nut 

20 

+ l ACT Level on some. 

; Swiftness Nut 

20 

d MOV Ixvd on soma 

Powerless Nut 

50 

-1 ATK Level on some. 

Weakness Nut 

50 

-1 DEF Level on some. 

Exhaustion Nut 

50 

-1 ACT Level on some. 

j Slowpoke Nut 

50 

-1 MOV Level on ionic. 

* 

Sleeping Harp 

250 

A Sleep effect, on tome; may break. 

Silence Lute 

250 

Magic block on some: may break 

Mermaid Hajp 

250 

; Confosian effect on some; may break. 

,Bone Harp 

250 

-2 DEF Level on sane; may break. 

i Platinum Featlier 

2500 

Greatly increases IP on all 

Cold Feather 

1000 

Greatly increases IP on some. 

Silver Feather 

5000 

Greatly increases IP on erne. 

Kuko Berry 

10 

Confusion effect on one. 




RARE ITEMS 

Used By; AB 

Name 

Price 

Spctid Abilities. 

Seed of Life 

10000 

10 to max HP. 


Seed of Spells 


lOGOG 


*10 to max MP. 


Seed of Moves 10000 10 to max SP. 


Seed of Power 


10000 


*3 to Strength, 


Seed of Defense 

10000 

*3 to Vitality. 

Seed of Swif t 

10000 

+ 3 to Agility, 

Seed of Running 

10000 

-3 to Speed. 

Seed of Magic 

10000 

& 

S 

I 

Seed of Psyche 

10000 

3 to Mentality, 


All-Around Seed 


\0 to max HP/SP/MF. 


Omnipotent Seed - -3 to siii/ vrr aci/si^d/mag/men. 


Poff Nut 50 Feed to Cano. 


Lore of Moves 


10000 


-1000 sc 


Ix>re of Magic 10000 -1000 MC, 


Miracle Scales 


Carrying it doubles gold earned. 


Soul of a Hero 


Can'ying it double? XP earned. 


i Astral Miracle 
--— 

Ethereal Miracle 


Missanga 


Roans Medal 


Carrying it doubles SC earned. 


Carrying it doubles MC earned* 


Thrrc'd be a plot spoiler k tellkg,.. 


Roan's family heu'loom. 
























































































Moves 


Tensdken Slash 


Ryudo 


SP 24 


Upward slash from bdaw: caned effect 
10ne Enemy.) 



Ryudo 


Skye grabs enemy for an uppercut slash 
(One Enemy.) 


Purple Lightning 


Ryudo 


SP: 32 


Deadly slash with a lighming-lit sword 
(One Enemy.) 


Sky Dragon Slash 


Ryudo 


SP: 99 


Impact Bomb 


'The ultimate esoteric deadly slash. 
I All Enemies . ) 

Elena 


SP: 25 


Ball of fight pounds enemies; cancel effect 
(One Enemy,) 


Nightmare Ball 


Elena 


SP: 18 


Buttles from staff put enemies v=kep- 
ISome Enemies.) 


Droplets of Life 


Elena 


SP: 90 


Water of life campktfdy restores alt 
I All Allies.) 


White Apocalypse 


Elena 


SP: 


Arrow Shot 


SP: 25 


Heel Crush 


Intense light reduce; enemies to dust. 
lAl Enemies, i 

Millenia 

A single surefire shot; cancel effect. 
(One Enemy.) 

Millenia 


SP. 20 


Deadly hed attack sips enemy spine -t AO -'4 MOV. 
lOr.e Enemy.) 


Fallen Wings 


SP: 75 


Starving Tongue 


Millenia 

Attack with wing power. 

(AJJ Enairics.) 

Millenia 


SP 55 


Absorb HP with tongue power, 
[■AH Enemies,) 




Spellbinding Eye 


SP 60 


Grudging Claw 


SP 42 


Millenia 

Block enemy movement. 
lOnc Enemy.) 

Millenia 

Split enemy with claw power. 
(One Encmvj 


Golden Hammer 


Roan 


SP 22 


Attack with a huge hammer: caned effe 
(One Enemy.) 


Snowball Fight! 


SP 40 


Roan 

Attack by throwing a huge snowball 
fSomc Enemies.) 


Dragon Rise 


SP 38 


Vitality March 


Roan 

“Legendary esoteric acock." 
lOne Enemy.) 

Roan 


SP 20 


Ice Prison 


SP 30 



SP 42 


Beast-Fang Cut 


Cures states .disoi'dm with gretm Bute. 
1A1I Alfe) 

Roan 

Deadly -slash with cold; 

(One Enemy.) 


Roan 


"Trait' legendary' esoteric attack, 
lOne Encmv.l 


Mareg 


SP 26 


Spirited attack with axe cancel effect. 
(One Enemy.) 


Beast-King Blast 


Mareg 


CD* esp Blast enemies with beast-soul power. 

[Enemies in Vidnity. J 


Beast-King Smash 


Mareg 


SP 44 


ItiHcr blow with all mind and body. 
(One Enemy.) 


Lion Roar 


SP IS 


Marq* 


Heartening real- increases attack pcfwe. 
(All Allies.* 


Lotus Flower 


SP 28 


Tio 

A splendid attack; cancdf effect 
lEnemv Line.) 


Fast-Dance Whirl 


SP: 38 


Whisper to Stars 


Tio 

A legendary attack. dance. 
(One Enemy.) 

Tio 


SP 36 


Tornado 


SP 48 


Power of stars raises all '.'sriable states. 
(All Mies. ) 

Tk> 

A dance move that stops wind currents. 
tA| Enemies.! 

















Mask 


Gwa/Granty/ Star/Dr*gqa Egg 
Attack enemy with fireballs, (One Enemy.} 

Chta^GravkyStar Dragon Egg 
Attack with a huge pillar of fire (Some Enemies..! 
nMlHH Gaafl&’ Gravirv, Snu Dragon Egg 
Attack enemy with counties Firebirds. (One Enemy.) 

Chaos/Gravity 'Star. Dragoi Egg 
Burn up eneiny with fine (All Enemies.} 

Mniy /<3la£^ , Mi9t' ,, Gnivity/Sool/ Fairy 

Egg 

| Restores a little HP. [One Ally.) 


Healer 


Healer 


Alhealer 


Snooze 


Resurrect 


l^y/Chana/Mist/Soul 1 'Fairy Egg 
Restores a tot of HP (One Ally.} 

Haiy/MWFairy Egg 

Restore* ail HR (One AHyJ 

Holy/Gmyity/ScsfuJ/ Fairy Egg 
Restores, a lot of HR. (Ail Allies.) 

Holy/ChWCraviry/Snir Egg 
Puts enemies to slcqj with bubbles. [All Enemies.) 

MWSaul/Sat/Fairy Egg 
Reives a fallen character. (One Ally.) 

Clbans/Miit^Sod/OTagcm Egg 
Attack with tornado energy, [One Enemy.} 

Ghao^/MWScaL^DragEMi Egg 
Attack with shaip wind blades. [Enemy Line.) 

Ghats''’Mi£rL' , ''Soul/ Dragon Egg 
Tornado attack that enguiphs all enemies. (All Enemies.) 

Holy/Mist/ Soul Egg 
Blocks magic with a vacuum. {Some Enemies.) 

Holy/Chans/Mi*/ Fairy Egg 
z Boosts Movement with a tailwind. [AH Allies, J 

Hoi y/ Gravity/ Star/ Dragon Egg 
|Call up earth energy and attack. {Some Enemies.) 

Holy/Gravity/Dragon Egg 
l Attack all enemies with earth rage (All Enemies.) 

Holy / Mbt/SOir/ Fairy Egg 
Ups Defense with die power of earth. (All Allies, 1 

Mist/Gravity/ Soul/ Fairy Egg 
Drops Defense with the power of euth, {All Enemies, 1 

Holy/Mist/Fairy Egg 

; : Use gravity to gather enemies together. {Some Enemies J 


Howklash 


Howlnado 


Runner 


Diggin 


Def-Loss 


Gravity 



Zap All 


MP: 36 
MP: ’55' 


GadZap 


MR 58 


MR 6 


MR 16 


GkwuJ Sad''' Scar/ Dragon Egg 
Attack by shooting ball lightning. {Some Enemies. I 

Ctiws/Soul/ Stftf/Dragon Egg 
; Lightning .attack that burns all enemies. [Alt .Enemies.) 

Soui ' Dragou Egg 

Attack with holy lightning From heaven. iOne Enemy. I 

Chaos/Dragon Egg 

Attack with dragon lightning. (Enemy Line,! 

Chass/ScWSlWFairy Egg 
Robs strength and drops enemy defense, (One Enemy.! 

Holy/Mist/'Dragon Egg 

Attack enemv with icicle knives. {One Enemy.} 


DragoaZap 


Crackle 


MR 52 


Holy/Mist/ Dragon Egg 

Attack enemies with diamond dust, (All Enemies. I 


Crackling 



MP: 5 

[HFll 

3FI 

|m !^5 

l ifpls 

fiflP'so 


j Holy/Chaca/Cravity Egg 

k Magic symbol blocks enemy moves. (Some Enemies. I 

Chat&'GraviTy/Said/Ffliiy Egg 
/ Drops Movement with soul-chilling cold. IOnc Enemv J 
Ch^/Gravity/Saul/Fair)' Egg 
y.Drops Action with bonc-chilling cold. {All Enemies. I 
Holy/Mist/Star/Fairy Egg 
^ Green power cures pobon and paralysis, [One AHyJ 

MWCrtivity/Soul Egg 
Covers a range with a poisonous gel [Some Enemies J 

HoJ\ Mist/Fairy Egg 

>/ Natural harmony unblocks magio/moves. lOne Aliy} 
Holy/ MWStar/Faify Egg 
fe Forest lif.e-force upa Movement ability. iQne Ally.) 

Gravity/Soul/Star/Pairy Egg 
/.Confuse enemy by dropping spores. (Some Etiamcs.■ 

Graviry/Soui/Fairy Egg 

/> Cures, all status abnormalities, [One Ally) 

Gravity/Star/Dragon Egg 

;■ Attack with an explosion, [Some Enemies.) 

Gravity/Dragon Egg 

S Attack with a huge explosion. (All Enemies/ 1 

Star/Dragon Egg 

Meteor strike from the sky. (One Enemy.) 

Hal y /Gravity/Star/Fairy 1 Egg 
; Up Attack power. (One Ally.} 


BA-BOOM! 


Meteor Strike 


MR 8 


MR 5 











































The following artwork was created by the brilliant Youshi Kanoc during the development of the game. Enjoy! 
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Demand the Highest Quality 
Accept only PERFECT GUIDES 

Look for these hot new guides from VERSUS BUUKS. 
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COUNTER-.STRIKE 


Visit www.versusbooks.com for additional available guides. 


ORDER FORM i 

copies name of book price ea. 

_ Ghost Recon.0 19.99 

_ Half-Life: Counter Strike • ■ 0 19.99 

_ Grandia II ••••■■ .0 14.99 

_ Luigi's Mansion.0 14.99 

_ Half-Life.0 14.99 

_ Rayman Arena.0 14.99 

_ Gran Turismo 3.0 14.99 

_ Pokemon Crystal.0 14.99 

_ BG2: Throne of Bhaal.0 14.99 

Shipping charges: 

$5 for one book, 505 for each additional book 

TOTAL: (add S4 per copy if ordering from outside LLS.j 

Availability of guides subject to change. Form expires July 01 , t 2002 


VERSUSWOKS 


> ORDER FORM 


Name: 
Address: 
City:_ 


Telephone:!, 
Email:_ 


CREDIT CARD ORDERS ONLY 


Name on Card: 
Credit Card #: 
Visa or MC: 


Expiration:. 


Send to: Versus Books, PMB#404, 
2532 Santa Clara, CA 94501-4634 

photocopies of order form accepted 
for faster service visit our website: 

www.versusbooks.com 


















































“You guys must have an 
easy job - sitting around, 
playing games all day." 


Are you obsessed with games - so much that you’re unwilling to call a game finished until 
you've unlocked every secret and devised your own patented set of strategies? Do you dream =* 
night about patterns for dodging ceiling-mounted lasers, or try to turn hugs into combos . 

Or maybe.... 

You’re craving the opportunity to do intense art and design, to work in a number of different 
styles, to create the maddest motifs imaginable - all while laying out text, maps, and other visL = 

elements in a pristine, easy-to-read arrangement? 

Then we want to talk to you! 

We’re looking for Authors and Designers to join our team in full-time and freelance positions 

As an Author, you must be able to coordinate all aspects in the creation of an incredible Perfect 
Guide, and be capable of writing exceedingly thorough, book-length game-strategy with flare, flow 

and clarity. 

As a Designer, you must be able to produce Layouts that turn an Author’s text into a comprehensive 
and eye-catching print-tableau, and to convey graphically the feel of each game in its correspond . 
Perfect Guide. (Familiarity with the Macintosh environment, QuarkXPress, Adobe Photoshop and 
Illustrator is a must.) 


See for yourself how true "sitting around, playing games all day" actually is. 
Send your resume, with writing and/or design samples, via e-mail to: 

easyjobraversusbooks.com 

{Pl ease keep all sample submissions within a reasonable size, so as to avoid mail-server bounce.) 
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THE OFFICIAL PERFECT GUIDE 


So Etsria 

'changed by traveflnjj. 
Is that right? 


Discover the 
Special Stage 


Special Stage 3K3K 


ISBN No. 1-931886-01-6 
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LiHiTie • ' 2OO0 4 '^p1 Garnij Arts. EnglEsh^^ttSSkHDii £> KKJC. EOQl 
Ubi Soft Eiltfrprfmwa. pr^nrlia * R Irflrtemmk nl Game Ar|a Co.. 
Ltd Charier (ipsicjr^ by Ytiu^M Kanoe. World designs by KaM 
Ai 2 gfc iH«srt H Miifuiio and Mo&ashi Haianrn Cano ctes-igin lay Ali-nho 
NiJjifljArljU 1 ptifr Ent-ertaintnijfrt and Ihe Ubi Soil logo are registered 
ii'^ppnurlt'-, oj ■ Uhf Soft, Inc. All trtlit't WfitJe-rriUfki belong tc* tbfrir 
liottle-ff.. An riglhte teporywl * ^ 

















